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| 56 WIN A WALKMAN | 
The second ADRIAN MOLE game is on its way = 
your chance to collect a walkman, a signed copy 
of the book or the game itself 
Pi fica ç win ddpigada RANGE Spectrum 
ce to every 

| ooalpé Es Hundred runners-up collect a copy of 
| 97 SHORT CIRCUIT | 

Fifty copies of the latest OCEAN game onofier... 
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| | 7 EDITORIAL 
“10 NEWS INPUT 


Ê Ptquia the des ot March, but 268 
March is a significant date: look out for 


the April CRASH on that id 








A few words on the latest techno-toys soon to be 
in the shops, news on a couple cf takeovers and 
the usual mix of reportage 


12 FEAR AND LOATHING 
Hunter S Minson continues his quest for food 


38 LLOYD MANGRAM'S FORUM 


| Pondering the state of his garden, Lloyd gets | 


down to another batch of written opinions | É 
dO CRASH C : 


| Rosetta continues her peregrinations through the 4 
| Blackboard Jungle a 


53 RESULTS GALORE! | 
The Competition Minion catches up with most of 

the Christmas backlog TERA 
57 LUNAR JETMAN Ve 
More frantic fun with our comic hero HER Presse 1 
59 ing here us for something big bi AR Mas Zi 
Hannai, gets ço to business die: TE 
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THE STATE OF THE MARTIAL ARTS 


E L 
q dim né? 
EE 


Rnnanta 
Ta aii E 1 
ME RENA. 7] va Res 


L 

SR 
au 

Tira 


! 


de aa TO 


| E a Pp Tr RE a pa k | CE Ts MiBtnpi . 
AI ER e mr o a DO O o ——— —o— O O um um 


, H ; e" ER; TE | 
IE! e E | 
. aii : ê F ' 
L , 1 9 | o |] 
reim JA j te 
EU md & ; | j 
|] 


; ar NÍRAI perit [EA cur NIMA 
nn “Mn: 








Air to air and air to ground combat flight simulation 


Defeat the elusive Starglider in an amazing all-action combat 
flight simulation. The planet Novenia has been devastated by an 
evil tide of invading Egrons; single-handed, you must wipe out 
the enemy in explosive one-to-one combat. Swooping down with 
lasers blazing, you'll need to take fast evasive action to avoid the 

barrage of enemy missiles. Exhilarating low-level attack and 

defence flight manoeuvres, coupled with a cunning strategic 
element, make STARGLIDER a classic among classics. 


Energy towers lhe dead ahead 
detended by heavily armed Egron 
battle tanks 


Missile launched! Sleer your TV- 
quided missite ontarget to annilhiiate 
the invader 


A Stomper and Walker close in. Laser 


tiras tutile against these matail 
monsters 


The Starglider 5W00ps In to altack 
Several direct hits are needed to 
destroy dl 


The Walker attacks. Bank your craft 


to evade lhe lasers and prepare to fire 


1 OA E me de EE 


A-special mission. À devastaing 
super miasile has been located in the 
ruins Of Noventa 


GAME OF | 


THE YEAR | 


| “One of the finest games ever for the 


Spectrum... It's hard to imagine a 
better shoot 'em up... Starglider 
is the best vector graphics game 
to date 

Crash Smash 


A Classic 


among 
classices 


“The best 3D line graphic game ever. 
Better than Elite, with the 
emphasis on actlon' 

Sinclair User Classic 


The graphics are the one thing tha 
makes Starglider stand cockpit 
and laser gun above previous 

SD games' 


Your Sinclair Megagame 


Spectrum 48/128 cassette 


Ralnbird Sottware, Wellington FHousa, 
Upper St Martins Lane, London WC 2H BEL 


Tal:.01-240 6838 
Rninbird Sotltware do nodivinton ol 
British Tolncommunicationa plo 
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looks back over 1986 giving a 
Another dose of tradibonaliy festive resume boto ndo 
fun, this; abç by issue Mal Crouchar the 
O of LIM and containing à pesk TAMARA KNIG ari Oro Oi the 
dA Grove! dupiaço prio fast-food salesboing la 
maka magazine that re is accompaneo by Part wo 
bears Loyo's inftiais. Lioyo himself Simon Gooowin finos det it isn't 
pia Spectrum owners who are 
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Iwould like to order the follo 1987 CRASH 

BACK NUMBERS ... [1986 | may be 

ordered using the coupon on page 76) 

Pisase tick lhe correct box 

3507 370] 

PRICES 

& Christmas Special (including E. IM Issue 0) £2.25 

including P&P 

O Issue 37, £1.20 including P&P 

& OVERSEAS OADERS: Add £0.80 per magazine 

(they costa small fortune to send) 

rio 

Address l 
Ploase make cheques/postal ordars to CRASH. tis best to avoid 

cash Plagsa DO NOT encloss ANY order with mailto 

the E RIAL side of the magazine as this will result in DELAYS! Send 
your orders to the address below ... 





PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ 





« Apart 
usual regular faaturas, ra 
talked to the DENTON DESIGNErS and 
found cut about the split, reviewed 
Kat Trap, the GENESIS game and 
looked at musical add-ons. Nol 
a cd the definitiva CRASH | 

for 1986 andtha NEWSFIELD | 
Reviewers' bl 
Maps included im trator, Level 
One of Scooby Doo, all of Heart- 
land, Thá Great E 


No 37: Fabruar 
The man behin 


scape, and Druid. 


1987 
JETMAN is inter- 
veved and reveals a few ofhis dark 
and we revealthe dark sec- 
rets ofthe trio of reviewers chained 
up in tha CRASH Dungeon. TAM- 
ARA KNIGHT continues her adven- 
tures, as does Franco Fr 
word of Video 
match report ont 
Challenge is-given, in which ve tell 
did one of the pro 
bla for the classio 
adup'sickasaparrot, 
d in Februal 
Of Fainighat dt, allof E 


Secrets, 


jin the 
HIGers, Full 
Match Day 


ames 
y included part 
ralord, Avanger 




































REVALUING 


THE CRASH 
CURRENCY 


Following on from the ratings 
changes announced last month, 
we've decided to complete the 
task ofrevamping the way in which 
our (named! revigwers evaluata 


mes. 

The general reaction to the 
changes we've al made is 
favourabie — quite a few people 
have written to Lloyd ua him 
that it was the Right Thing To Do. 
Over the past year or so, the gen- 
era! standard of games has 
improved steaglly which has led to 
a degree of polansabon in the per- 
centages that our reviewers Have 
beem amarding. So as of this 
month, we ve reappraised the way 
in wiich  percentages are 
awarded, and laken the opportu- 
nity to remind ourselves that an 
average me should score 
around 50%. 

Games can only really be judged 
in the light of the current standard 


| Spectrum tô cope, but you get the 


of releases - for instance, had | 
Starglider 128 been released eigh- | 
teen months ago it would have 
been difficult for any percentage 
system to cope. (ând for any 


drift of the argument.) À more ever 
spread of percentage ratings 
should be the outcome of 
rejuvenating our percentage pol- 
icy, and fewer games should be 
bunched together at either end of 
the scale, 

One final upgrade is planned — 
and with luck me should have 
implemented it in time for next 
month. While some software 
houses make it clear that an | 
enhanced version Of a game Is 
included on the cassette for the 
benefit of 128K and Plus 2 owners, 
quite a few games offer additional 
facilities, or “work better on the | 
Plus 2 than they do on the basic 
opectrum — the sound om MASTER- 
TRONIC'S 180 for instânce. 

&o as of next month, Ben Stone 
will be providing a small panel to 
go with every mainstream game 
review, pointing out a dot ida 
igatures that 128K and Plus 2 own- 
grs are likely to find when they load 
up. 


Number of issues ordered 
TOTAL COST E 
lenclose a CHEQUE or POSTAL ORDER for tha TOTAL 


BACK NUMBERS, 
CRASH MAGAZINE, PO BOX 10, 
LUDLOW, SHROPSHIRE $Y8 1DB 
OO 
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LASERS LASERS 


Court Toy Fair 


EVERYWHERE! 


Every year, buvers for the major 
stores and local toyshops in the 
South of England get together at 
the Earl's Court Toy Fair and 
decide what to order for the 1987 
Christmas market. This year itwas 
overrun by Lasers. 

| There were lasers that fired at 
gach other, some that fred at 


tanks, others that fired at targets | 


and those that fired at television 
screens. Whats more - there 
wasn't a single laser in the entire 
exhibition! 

Confused? well so was |! The 
story goes along these lines: this 
year the toy industry has decided 
that you and | are all going to buy 
laser" guns for Christmas. But 
none of these 'laser' toys feature 
real lasers — instead they use a 
system like the one used in a tele- 
vision remote control. 

Several games of this type will 


be available later this year, includ- 


ing Laser Gun from Ban DAI, Zillion | 
“from marcnBox, and Laser Com- 


bat from acTION GT. With this type 
Of gun you need two players for 
maximum fun. The one with the 
gun goes seeking alter the targei 
wearer, and fires at him whenever 
the target is in view. 

The final variation on the theme 
was the Laser Challenge, which is 
the nearest that the toy companies 
have yet come to making an 
arcade game. This package con- 
tains a gun and a video tape. This 
tape depicts a number of moving 
characters which you attempt to 
shoot. Scoring is registered on the 
gun itself, with different colours 
indicating differing values. 


There were other new games on | 


show besides the lasers. There 
were dolls by the million, including 
cassette-based models with lips 


| that talk in time to the words on the 


cassette. Às you'd expect there 
were cuddly bears by the hundred 
- but what | didn't expect was a 
cuddhy computer screen. MB 
GAMES were showing Animator, an 
LOD sogreen which allows you to 
draw and animate pretty pictures. 
|suppose that it's a cross between 
The Art Studio and an Etch-a- 
Sketch= butnothalfas much fun! 

There were a couple of comput- 
ers at the show. The first was the 
NINTENDO Games Console on the 
MATTEL stand, and the other was 
on the stand of the only 
mainstream computer manufac- 
turer at the show — ATARI. 

The nintTENDO made a huge 
impact in Japan last year, and a 
tew software houses are already 
planning to support this machine 
when it starts to sell in Europe. This 
console has special cartrid 
that use a robot assistant (R.0.B. 
— your Robotic Operating Buddy!) 
to help you play the game. 

| asked for a demonstration of 
this system using the robot assis- 
tant, and have never seen anything 
so complicated and difficult in all 





| 


my life. The product manager 
assigned to do the demo was in 
real trouble — he had to keep talk- 
ing at the same time as changing 
screens, moving the robot up and 






“down, spinning the agyroscopes 


and moving the little man on the 
screen. Sounds like just the sort of 
game we could use for a 
revigwer's challenge ... 

ATARI Were proudly displaying 
their 2500 games console=yes it's 
that machine again, the original 
atari. They also had the 130XE 
computer, newly described as a 
Games Computer and the brand 
new 65XE Games Computer. 

What is particularly interesting 
about this machine is that it is 
basically an atARI| computer with a 
cartridgs socket and no keyboara, 
butit can be built up into a full com- | 
puter system with a range of add- 
ons available. 

In all there was plenty to see at 
this year's fair, and plenty that you 
will be seeing on Television later in 
the year. 


Mark Seeley 





MERGER MANIA 


Budget masters MASTERTRONIC are 
entering the “full-price' market 
witha bang — they've just bought 
MELBOURNE HOUSE. 

The details are secret, but MEL- 
BOURNE HOUSE claim they were 
paid a seven-figure sum = making 
this one cf the biggest takeover 
deals in the history of the industry 
(in financial terms, at least). 

| Both houses plan to publish 
software under their own names; 
and BEAM SOFTWARE, à separate 
company owned by the founders 
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Of MELBOURNE HOUSE and responsi- 
ble for many Of MELBOURNE '5 prod- 
ucts, will carry on developing pro- 
grams for the label. 

MASTERTRONIC has been looking 
to acquire a “Tull-price' software 
house for some time, à company 
spokesman said, and they were 
impressed by MELBOURNE 
HOUSE's product plans. 

But this doesn't mean MASTER- 
TRONIC will change their own polcy 


| on budge! games, 


MASTERTRONIC are setting up a 


new —arcade-games division, 
ARGADIA SYSTEMS INC. This will con- 
centrate on making coin-op video 
games = but ARCADIA 5 arcade 
games could find their way into 
MASTERTRÔONIC 5 product range. 
MIRRORSOFT aré empire-build- 
ing, too. Their parent company, 
PERGAMON PRESS has acquired two 
US software houses, SPECTRUM 
HOLOBYTE INC and NEXA CORPORA- 
TION. And, closer to home, the 


group has conquered wargames | 


specialists PSS. 

Mays, joint managing 
director Of Pss, is happy about the 
move - RI give his company 
guaranteed distribution and finan- 
cial security for new projects, he 


says. 

pss plans include Batilafiald 
Germany, a wargame set at the 
beginning cf World War Ill in 
Europe, and Bismark, a simulation 
of the famous World War || naval 


| action. 


They're also planning à Spec- 
trum version of Tobruk that will be 
playable by two people, each sit- 
ting at their own machine net- 
worked through the joystick port. 
The Spectrum version should tea- 
ture an arcade sequence, and is 
intended to appeal to a much 
wider market than the wargamers 
who have traditionally been the 
main supporters of Pss games. 
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OUT AND 
DOWN! 


Two games until now only availa- 


ble at full price have been rere- 
leased on budget labels. ViRGIN's 
Falcon Patrol Ilhas resurtaced on 
the E1.99 Bug ayYre label and 
Willow Pattem has gone from 
| SUPER SILVER tO SILVER = getting a 
pound cheaper in the process. 
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Arkanoid from OCEAN arrived just 
too late for review, It's a micro ver- 
sion of the arcade hit and marks 
tha retum to popularity for Break- 
Dul-type games. 

Breakout originally appeared in 
the dim and distant past at the 
dawn of the arcade industry. 
| Arkanoid adds lots of extra fea- 


Mark Smith, winner of the HEWsON 
City Slicker competition sits at the 
feet ofhis hero, Daley Thompson = 
well actually a waxwork of the 
worid-champion breaking 
decathlate at Madame Tussaud's. 
Mark was treated to a whiriwind 
tour of London, escorted by our 
very own Girlie Tipster Hannah 
omith and the wonderful Julia 
Coombs from HEWSON. 


ARRIVAL 





tures, including aliens, indestructi- 
ble bricks, bricks that only disap- 
pear after three hits, and bricks 


that release bonus pods. Hitting a 
a 


bonus po causes 
changes... the bat may grow 
larger, turn into a laser or become 
Sticky, and sometimes vou can 
choose to go on to the next level. 
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LOADING ERRORS 


The end of tape azimuth problems | 


is in sight according to LOADAT. 

H you send them your cassette 
deck together with 29.95 they fit 
a iíttle azimuth-twesking knob 
before Seb à back. Then, 
whan a tape fails to load, vou can 
twiddle the azimuth knob until you 
get the clearest tone from the 
loudspeaker. À scale around the 
knob can be used to read off the 


optimum setting for that game = 
make a note of the number on the 
inlay card, and the azimuth knob 
can be set to the best position 
whenever that game is loaded 
again. 


LoaD IT are at 35 Stretton Road, | 


Shiriey, Solihull, West Midiands. 


with the LOAD IT azimuth adjuster | 







To find 1f your make of tape rec- | 


order can take the LOAD IT treat- 
ment, phone 021-745-4970. 





GOING SWIMMINGLY. 


After a short lull in their packed 
schedule of releases, PIRANHA are 
getting ready to launch another 
batch of games into the Spectrum 
universe. 

Don Priestley, creator of 
Popeye and Trapooor, is develop- 
ing another game in which Berk 
nas to get to work — Trapdoor IL 

A game based on the Royal 


Family is on the drawing board, 
too, as well as the official Yogi 
Bear licensed game, scheduled for 
summer release. Thetop talenta of 
DELTA 4 are going to work ona 
spoof adventure, The Great Amer- 


ican Detective, and Piranha have | 


acquired two more licences — 
Judge Death and Roy of the Rov- 
gra. 





GENESIS Il 


H something s worth doing well, 
it's worth doing again! 
That could be the motto of the 


GENESIS design-a-game contest | 


we ran together with DOMARK last 
year. And now, following the 
Christmas sutcess of the first 
GENESIS game (Kat Trap), comes 
another winner = The Sewer, from 
16 year-old Martin Lee cf Exeter. 








Martin visited DOMARK's South 
London HO to discuss his plan 


with Graham Stafford of DESIGN | 


DESIGN, who'll ba responsible for 
the programming. 

The game's a blend of subterra- 
nean strategy and arcade action — 
you race against time to rescue 


| workmen trapped by rising water, 


acid and the untriendhy rats and 
lnechdes of the underworia. 


Graham Stafford will be coding | 


on the Amstrad - he reckors it 


makes conversitons easier - but | 


dont worry. The Sewer will be 
Heased for the Spectrum too. 
Read all about it in AMTIX! 
magazine, which borrowed our 
man Minson to sit in on that first 
brainstorming session. He came 
away burbling something about a 


| classic in the making... 
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January means out with the old 
and in with the new, Qut with the 
Christmas parties and in with the 
New Year orgies. Except for those 
| weird people at HEWSON] 
Remember how they began 
celebrating Christmas at the POW 
show in Sontember? Well, they 
realised the error of their ways and 
| held another Christmas party, this 
| time in early January. Now they 


could be Ukranians, who celebrate | 


the festivo season about two 
weeks later than everyone else. Or 
maybe it's just a ploy to confuse 
poor, befuddled hacks like me. 

Ampway, | didn't make à, I'm 
afraid. Anyone who read about my 
leaky roof last time won't want 
further grisly details of the struc- 
turãl horrors that kept me away 
from the launch of impossabail, 
Andrew's speech and the truly 
wonderful Julia Coombes! 
Apologies all round. 

Luckihy | escaped the Curse of 
the Flat of Usher in time for anaus 
SOFTWARE 5 launch of Grange Hill - 
the Game. Rolling up to their offi- 
ces | was greeted by Carlos in 
headmaster's gear, “You're late”, 
he bellowed. “See me after 
class”. lt only took a moment to 
remember that he'd once been a 


school teacher. Any ex-pupils out | 


there, do write in and tell us his 
nickname, won't you! 

Onthe subject of nicknames, 'd 
hardiy had time to pick up my 
school badge — Vice Captain (nt 
seemed most fittingl — when 


somebody grabbed my sieeve. | 


| “Behind the bike sheds”, she 
whispered into my armpit, being 
rather too short to reach my ear, 
| “Five minutes”. 

Having stopped only to grab a 
can of beer, | headed for the 
rendezvous. There the mystery 
woman removed her gymslip dis- 
quise and revealed all. “It's Car- 
los, she told me. “Ybu must stop 
calling him Cuddly. He likes it”. 
She then suggested an alternative, 
but really, | refuse to brand him 
Kinky Carlos until | have facts, and/ 
or photos to prove it! 

Back to the throng and | man- 
aged to take a look at the game 
itself, It's based on one the 
Grange Hillbooks and you take the 
role of Gonch inanafter hours hunt 
tor your confiscated Walkman. It's 
neatiy animated but | wasn't able 
to study it in any depth, because 
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Does Christmas never end? HEWSON obviously think not — so | 
boycotted their January bash in protest. But that still left me time 
to be caned by Dave Carlos, AND get slightly the better for drink 
with the delightful Amanda Barry. 


anything to do with schools brings 
me out in an anxiety rash. 

Luckily this allergy doesn't run 
as far as Fleur Taylor, who plays 
imeida, and is, 'm happy to report, 
nothing like her on-screen charac- 
ter. Infact, she confided to me that 
she's even a Spectrum games- 
player. Her faves are adventures, 
Attic Atac and that ancient offering, 
Valhaila. She's obvioushy too busy 
acting to keep up with the state of 
the art! 

| was about to discuss this 
further when the cane of Carlos 
descended and | was whipped off 


| to the detention room. By the time 


Pd written out, “| must not be late 
for Carlos's Press Conferences', a 
hundred times — and ha wouldn't 
even let me use my word proces- 
sor — it was time for a lunch 
appointment with the ever lovely 
Amanda Barry ffom ARIOLASOFT. 





This was meant to be a sm 
chat about the industry, but as 
there have been several dramatic 
developments at the company in 
| the past few days, it seemed natu- 


ral to focus on these as wê 
munched a Mexican meal at 
Covent Garden's chic Cafe 


Cifico. 

The first topic was the new label, 
STARLIGHT, which is run by Francis 
Les, one of the guys who made 
BEYOND a force to be reckoned 


with. We discussed it as we tried | 
| to work out how to pronounce the | 





| creating games, 
| others to create them. So STAR- 
| LIGHT, 


names on the menu, and started 


on the first of an endless round of . 
Margarita's, which helped our | 
Spanish no end... but screwed | 


up our English. 

STARLIGHT |5 starting in express 
fashion with Deathscape, a furious 
shoot up which will be-arriving on 


the Spectrum some time in the 


next few months. And following it 
is Dogfight, a one or two player 
head-to-head aerial combat game 
with split screen views and vector 
graphics. From the early screen 
shots | saw, it looks good stuff. 
The label ties in with the new 
moves at ARIOLASOFT. com- 
pany has decided to pull out of dis- 
tribution and concentrate on pub- 
ishing. Now that not seem 
particularly relevant to you, but it 


should be. I've discussed the | 


nature of the software industry 


"betore, and this sort of change 


could indicate what's happening 
in the business as a whole, 

On the surface, nothing obvious 
will alter, except that ARIOLASOFT 
tiles may be a little easier to 
obtain. That's because the com- 
pany will be concentrating on what 

does best, which is not simply 
but helping 


my old friends at noness and 
the rest will have the creative free- 


dom to develop original concepts, 


in the knowledge that ARIOLASOFT 
will get them onto the streets. 
This seems like a generally good 
thing to me. When a company 
spreads itself too wide, becomes 
ioo big, it can lose touch with its 
programmers. The only thing 


that s imporiantto tis grindingout | 


product, ARIOLASOFT 's move could 
lgad to more well-thought out 
games. 

Amanda was positive too about 
the position of the Spectrum in the 
coming year too, even though the 
company will be releasing one of 
the best of the games consoles, 
the sEGA. She thinks that this will 
go to a whole new market of pure 
gamers, while the enthusiasts will 


stick with the machine we al love. | 


Just how much we love it was 


| demonstrated by the late January 
| Microfair. k coincided with the last 


day of Harrods sale, which usual), 
resembles an American Football 
scnmmage, only less polite, But 
this time the Knightsbridge store 
was near empty. Surely ail the 





Sloanes and Arabs weren't at the 
Horticultural Halls? 

Okay, so | exaggerate, but 
there's still a lot of enthusiasm at 
these gatherings. It's interesting to 
ses how the OL keeps 'em rolling 
in, too. Sir Clive's most ambitious 
micro may have been a financial 


flop, but àt still has a strong follow- | 
ing. There were plenty of bargains | 


at the fair too, including some very 
recent tapes for a few quid. Could 
it be that nót all manufacturers had 
such a buovant Christmas? 
There was no CRASH stand this 


| time though. | was forced to hang 


around User's table, 
swopping insults with thair 
delightful ad manager. A good 
thing | did, because it was then 
that | caught Paul Ponting, a 
CRASH competition winner, actu- 


Sinclair 


| ally Buying a copy of their comic. 
| Worse, the 


warped wretch said 
that he'd never read my column. 

| was just about to rip out his 
kidneys when he explained that 
he'd been forced to buy the 
offending rag by some so-called 
friends. Sure enough, this crowd 
of infidels was torturing him as we 
spoke. Às he promised to tear him- 
self away from CRASH's reviaws 
for some Fear and Loathing, | 
stopped foaming at the mouth and 
sent him on his way. But be 
warmed — you're never safe from 
the wrath of Newsfield. 


Actually, | was hoping foraword | 
with SU's Commie-dore loving | 


gossip columnist, Kremlin. Seems 
somebody shouted into his ear 
trumpet that Im getting married, 
and he decided to publish the fact. 
Well, yes its true and already 
many of the most beautiful women 
in the world are weeping, joining 
nunneries, etc — but dont send 
any flowers yet, because the big 
day isn't till the summer. 
Kremlin seems to reckon that 
getting hitched will bring an end to 
wild life. Poor old thing! 
Perhaps he's drawing on his own 
expenence. | can promise him that 
my fiances has pledged to keep 
me in the weirdness to which 
imglbos all become accustomed! 
Kremlin old buddy, if do get 


| any carpet slippers as a wedding 


present | promise to donate them 
to to-you. Em too busy searching 
out the Fear, Loathing and Free 
Lunches! 

Oté-as we say down Mexico way. 











“His a strange craft that 
Icontrol. The task before 
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dangersi immense. 
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ANOTHER 512 ALL NEW! 
ALL ACTION! SUPER SCREENS 
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Did you buy the no. 1 Arcade 
Smash Hit of 1986 —- Gauntlet? If not, 
you certainly should have. If you did, 
then you'll be delighted to know that you 
can play another amazing 512 levels With. 
this super add on. 


CBM64/128, SPECTRUM 48/128K, AMSTRAD, MSX, ATARE 
£4.99 cassette 
CBM64/128, AMSTRAD, ATARI, £6.99 disk 
À ATARI ST £ 12.99 disk ATARI 


US GOLD LTD, UNTTS 23 HOLFORD MAE HOLFORDO, BIRMINGHAM B6 TAX. TEL; 07] 356 3358 ERR 





Producer: Advance 
Retail Price: £7.95 
Author: Future Concepts 


latform games have been | 


around ever since Manic | 


Miner stormed the software | 


a four years ago. Since then 
however, they've had a patchy 
time of it. But Cobra showed that a 
good platform game can still chart, 
ând ADVANCE have leapt in with this 
similar (though more light-hearted) 
offering. 

Butch Hard Guy is just unbeliev- 
ably butch, so macho that in com- 
parison John Rambo and Zombie- 
Squad Cobra look like Dem 
and Makepeace. His mission ion? 
Rescue a few forgotten army war 
veterans who are held captive by 
| the notorious villain Dr Tie Fu (no 
tea jokes, please). 

Butch doesn't need namby- 
pamby toys like machine guns, 
grenades and rocket-launc ; 
| and why should he, armed as he is 

with lathal fists and feet? 
| on the 20 screens 

of platforms, are located the POW 
| cages. H's up to Butch and his 
deadky arsenal of moves, to find 
them, shatter their bars with a swift 
kick, amd then make for his 
helicopter with the War Vets in 


“But there! sa small problem — of 
course. Dr Tie Fu has a platoon of 
combat droids out protecting his 


“interests. These can be stunned | 


with a punch, or killed with a care- 
it timed kick, which results in 
recoiling backwards and | 


| exploding. 


The fiying shrapnel, 
however, is dangerous, andsoisa 
robot's touch — it loses the Hard 
Guy one of his five lives. 

art from running left or right, 
Butch can kick, punch and per- 
form high or low somersaults. High 
somersaults are used to move up 
the screen, low ones are useful for 


leaping from ledge to  Mis- 


sing a ledge is bad news though, 


as a fall of more than the height of 
a somersauht means the loss of 
another life. 

Rescued POWs who get hit by a 
combat droid while making for the 
exit, go back behind bars. 
forcing Butch to free them all over 


Points are scored for escaped 

eg dg levels and 

illing droids. are no extra 

lives to be won, so make every one 
count. 


CRITICISM 
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O “llove the way that Butch Hard 


Guy is presentedas amickey-take | 


of all the other bash 'em upgames 
imlemtoa ond Bech i 
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are a bit too detailed in some 
places, making them look like a 
mass of dots moving across the | 
screen. Overall, Butch Hard Guy is 
| a great little game, | look forward | 
to his further adventures - or 
maybe a film tia-in. .. " 

PAUL 


O “The first time | piaved Butch 
Hard Guy, Ihougiht fl was going e 
tum out a generally reasong 
game, but it didn't take much. tó 
discover that it isn't all ADVANCE 
have cracked it up to be. The 
rescuing business is all very well 
for a short while, but after a lot of 
plaving, it startsto get tedious. The | 
graphics are fairhy average, Cer- | 
tainly nothing special, and the 
whole game, while initiallhy play- 
able, cod Not one |'d 


Control keys: definabie, left, right, 
up, punch 
pras ei ld pc Cursor 


Graphics out goma nd badhy 


our vidi drum solo which puts 
the rest to shame 

Skill lavels: one 

Screens: 20 

General rating: Despite mixed 
feelings about addictiveness, an 
above average and playable plat- 
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Producer: Melbourne House 


Retail Price: £8.95 


Authors: Arcade Machine Ltd 


azooka Bill is the hardest sol- 
dier alive — which is why he's 
beenaskedtorescueGeneral 


MacArthur from the rebel forces. | 


The exact position of MacArthur's 
prison is unknown, bina À inside 
intelligence reports have hinted at 
a group of islands in the South 
Pacific. Consequentiy, it is in the 
| Sub-tropical paradise of Atoll 
Archipelago that your mission 
ins. 

e three islands that make up 
the rebel stronghold are crawling 
with revolutionary troops armed 
| withan impressive array of sophis- 
| ticated weaponry. An individualist, 
Bazooka Bill starts his mission 
with no weapons at all except his 
fists and feet — his commanders 
expect him to make use of the 
resources he finds on the way. Bill 
can collect equipment, by walking 
over useful items as they are drop- 
| ped by his flesing victims. 
Weapons appear at the top of the 
screen as they are added to Bill's 
armoury, can then be 
selected by using a cursor. Knives, 
Machine Guns, Flame Throwers 
and Bazookas become available, 
' but each weapon has a limited 
| useful life. Some weapons are only 

effective on specific targets — after 
all, it's no use trying to take out a 
tank with a Bowie Knife. 

The screen is divided up into two 
levels connected by ladders, 
which either take Bill to another 
platform or onto a different screen 
altogether. The flip-screen format 
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| up Bill 


is used, and the ladders play an 
important part- it's possibleto run 
around a building by fipping from 
screen to screen, but a ladder has 


“to be used to progress into the 


game, 
The revolutionary troops and 
their tanks, trucks, helicopters and 
jets enter play from both sides of 
the screen — in order to stay alive 
Bill has to deal death on a se 
scale. An extra life is awarded 
every 100 revolutionaries killed, 
although Bill can't have mora than 
five lives in reserve at any one time. 
às the rebeils inflici damage on 
BB's body, markers in the status 
area disappear — when the energy 
read-out dwindies, a new life is 
taken from the quartermaster's 
stores, When Bill's five lives have 
been used up, a timer counts 
down from ten — pressing the C 


| key before this timer reaches zero 
| allows play to continue from the 


point reached, with a set of five 
new lives and the score setto zero. 
Once an istand has 

explored and all the weapons and 
food collected, Bill can proceed to 
the next location by stealing an 
enemy jet from the airport, and he 
has to engage in aerial dogfights 
on the way to his destination. 

& you soldier enough to keep 

s reputation? 


Exploring a building, with only his fists to protect him, Bill 


soldiers on 


O “Im sorry, but | really don't 
rate this new game from mEL- 
- KH doesnt 
impress me In any way. left me 
feeling that the programmers 
didn't care about what the end 
product eventually came out 
like. The gameplay is slow and 
becomes extremely tedious 
nica only a short o The 
graphics were designed on a 
sub-standard utility and are 
therefo 


: there are no tunes and the 
ps pio are drab. | couldn't rec- 
ommend this — it isn't worth the 
asking price. " Rey 


With a knife selected from the weapon menu, the ultimate 
tough guy takes on masked rebels by and oil dump 
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& “ MELsouRNE HOUSE are a bitlate 
with this one — OCEAN and IMAGINE 
have already released better 
games, in the same vein as this, 


| months ago! There is nothing org- | 
-inal or addictive in the 


Sound is very meak, and not a tune 
Eee Css very 
slow responding to key Dresses, 
which makes quick fire action 
impossible. Some of the later 
isfands contain some good 
weapons and vehicles - but 
nothing to keep a player enthralleo | 
for too long. Bazooka Bill seems 
fike too Íitite too late. " 

PAUL 


O “ There is very little outstanding 
about Bazooka Bill the graphics 
are colourtul (although the charac- 
ters aren't particularhy well ani- 
mated), and the game is nothing 
more than an average beat 'em up. 
The way in which theladders move 
you about in different ways isn't 
very well portrayed in the two 
dimensional graphics. | dont 
reckon that anyone would play this 
for very long! as the gameplay 
involved is very simple, and so 
addictivity suffers. Not overly play- 
able, and with a price tag that's far 
to high — Bazooka Bill isn't a game 
Pd recommend. | 
MEKE 


Ms RÉ 


Control keys: Qup, Z down, left, 
P right, SPACE selects weapons, 
Hpause, C continue game, Fabort 
Joystick: Kempston, Interiace 2 
Use of colour: simple yet effective 
Graphics: colourful, by not very 
special 

Sound: the odd spot effect 

Skill levels: one 


' Screens: thres flip-screen islands 
“to explore 


General rating: A poor develóp- 
ment on a well-wom theme 














Producer: US Gold 
Retail Price: EB.95 
Author: Adventure Soft 


| irst they went from TV stars 
| to plastic toys, and now - 
predictably perhaps, they're 
acomputer game. Masters Of The 
Universe has gone from strength 
to strength since amiving in this 
courtry from the States. US GOLD 
has licensed the idea from MATTEL 
and converted the hunky cartoon 
characters for the pixellated small 
screen. 

All the favourites from the series 
are here, including the evil 
Skeletor, Sorceress, He-Man and 
of course Castle Grayskull, You, 
hunk that you are, play He-Man as 
he punches, slashes and kicks his 
way through das another attempt 
to oventhrow Skeletor. 

Way bengath Snake Mountain 
the evil Skeletor has discovered 
the arcane learth stone, and by 
| Using És supreme powers he has 

- ed to take over Castle 
Grayskull. He-Man has vowed to 
destroy the llgarth stone and put a 
stop to Skeletor's dastardly plans 
for domination. Unfortunately, 
| Orko, trying to help out, cast an 
Imprison Speil at Skeletor, but 


















by the llearth stone, the spell 
rebounded and now Órko is him- 
sell imprisoned inside Castle 
Grayskul. Now read on... 

The task is to break into the cas- 
de, release Oro, destroy the 
Hlgarth stone and reinstate the Sor- 







because he was heavily protected | 





ceress back where she belongs 
inside Grayskull, There's a draw- 
back. Skeletor has created an 
army of clones within the castle, 
who have been programmed to 
attack intruders, sapping their 
energy, and they must 
destroyed or avoided. 

Luckily, hunky He-Man, armed 
with his. trusty Sword of Power, 
can despatch most of the clones 


with a quick poke at their nether | 
| ragions. He's algo a very agile fel- | 
tow, able to run and leap overobs- | 

tacles If necessary. 


Apart from slaying as many 


| clones as possible, the idea is to 


collect objects on the way, which 
might be useful during the mission. 
They also provide Órko with the 
right spell to release himself from 
the castle and to conjure the spell 
that you require: a spell to turn the 
sword into an Atom Crusher. 

How much power remains in 
He-Man's sword, how many skulls 
he's cracked, and how much Body 
Shield he has left, are ali shown in 
a status panel. Body Shield pro- 
tects He-Man from most of the 
blows inflicted on his muscular 
body, and appears as a block 
around the on-secreen character. k 
wears out though, and leaves him 
vulnerable to sudden death. 

There's a time limit tdo, rep- 
resented by moons. At the start 
He-Man has only three moons to 
finish off Skeletor. Willhe manage 
everything in time? 


He- Fr finds a key and an energy restoring ia 





CRITICISM 





O “ The gameplay is non-exis- 
tent, the graphics are bad, 
there's no sound and it's badiy 
programmed. In fact the only 
thing that Masters of tha Universe 
has going for it is its name. The 
controls are badhy laid out, and 
there are two jump keys = one 
for each direction! Nice, 
backgrounds and lots of Por 
but when you move around 
things start to get sick (although 
there's no colour clash - the 
programmers have got round 
this by putting He-Man in a box, 
5o whenever he goes near a 
IT it gets rubbed 
out. Keep away, this is com- 


| pletely hormid. * 


but he's 


onty got two and a half moons left to complete his quest 


SKULLS CRACKED 4 
JMODNS TIL DLDM ee» O 






















O “What has vs Goo done this 
me? This must be one of the 
worst games to come out of their 
stable for ages = andit's oneofthe 
worst looking mes around. 
There may be a lot of colour on 


| screen, but it's badly constructed 


and too liberal - and why the hell 
theyve got a big black “halo 
around the main character is 
beyond me. | found it unplayablie, 
with the collislon detection par- 
ticularty apalling. | found it no fun 
to play, and there's nothing even 


| shghtiy addictive to hang on to. | 


hate to say it, but even the TV 
series is better than this. 


0“ Whatapileofrubbish! Theft | 


mation” buisness |s confusing, as 
fiimation in computer terminology 
means something quite different 


| to the definition used by the film 


production company who make 
Masters ofthe Universe on TV. The 
graphics arem t very good, and He- 
Man himself doesn't look particu- 
larty realistic. 's very boring to 
play, and not much good to look 
at. | wouldn't recommend it. " 





COMMENTS 





| Control keys: 8 run left, 9 run 


right, O jump night, 2 up, W down, 
1 jump left, SPACE fire, R restart 


| Joystick: Kempston, Interface 2 


Use of colour: colourtul, but lots 
of clashes 
a lide God when static, but 

Pies pois the effect . 

none 

Entra levels: one 
Screens: scrolling play area 
General rating: Poor program- 


ming skills, and non-existent 
gameplay makes for a missed 


opponunity. 
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Producer: Alligata 
| Retail Price: £2.99 

Author: R Steveson and 
N Speight 


steam-train journey isrudely 
interrupted by the outbreak 
of war and the locomotiveis 
in deadly danger. Taking the con- 
trois, lho paid pa sintas 
engine along a five-track railway, 
“avoiding hazards and trying to 
| hang on to your three lives for as 
| em possible. 
8 main screen gives a side 
view of the train as it progresses, 
with the background seroling 
from right to left at a constant rate. 
Enemy planes zoom in 
a low-level pass, emptying their 
payload of bombs in your direc- 
tion. Runaway carts rumble down 
the track towards the loco and 
explode on contact, while airships 
hover inthe sky attempting to drop 
bombs onto the roof of the engine. 
Evasive action is out of the ques- 
tion = the screen scroll forces the 
pace. 
la pd amtici- 
by the railway company, as 
the id is noi a ag 
























from the smoke stack to destroy 
falling bombs cor blind enemy 
pilots, white the explosive trucks 
can be destroyed by fining blasts 
of steam from the front of the 
engine. Points are awarded for 
eg death to the enemy and for 

tado” up trucks. À long-range 
pet splay occupies the bottom 
of the screen, and wams of dan- 
gers lurking further along the track. 





















18 CRASHN March 1987 


Putís of smoke can be released 


The fuel available is monitored 







on a bar to the right of the screen: 
the engine loses steam and grinds 
to a hait when the coal runs out, 

becoming a defenceless target. 

| Coal dumps are scattered around 
the network of sidings, and it's 
possible to change the points and 
move onto a branch line to pick up 
e when you come to a junc- 

on. 
























6 “ Amindiess shoot 'em up no 
less = goody! Loco is the sort of 
game that will get loaded up, 
played for hours, and then never 
played again. The gameplay is 









half characiers so 5 R jorks a bit 
and the use of colour is dubious. 
The soundis also on the minimal 
side: the odd effect Is all that is 
on offer. For the price, you could 
do a lot worse than iii 


O “This game is so playable, | 


can't believe it! Okay, so the game 
is a bit dated amongst the Top 


Whegee! A chunky bomb falis from the belly of an enemy 


plane. Get ready with that smokestack, Casey... 





Guns and Gauntlets of today — but 
there's no denying the fact that 
Loco is reat fun to play. . for a 
| while. backgrounds are well 
| crawn, but they don't change 
much and lack colour. The map at 
the bottom of the screen |s a good 
idea, but can get out of synchroni- 
zation with what is really happen- 
ing above it. | would say that Loco 
is a briliant game for the age range 
of 9-13, but anybody older than 
that would get bored fairy 


RA  PAML 


6“ Loco is boring. The graphics 
are average, and the whole thing 
isn't much fun at all, The price, 
although only a few quid, is too 
much. Loco doesn'tlook like much 
or play like much. The title screen 
picture is neat, but then again, that 
hardly makes up for the fact that 
the game isn't very good. A very 
simple idea, but one that's far too 
simple to make an interesting 
game. Not recommended " 





COMMENTS 





Controlkeys: Qup and A down at 
points; P release steam, SPACE 
release smoke 

Interface 2 

Use of colour: basic, with some 
etash 

Graphics: fair detail, but simplistic 
Sound: the occasional spot effect 
Skill levels: one 

Screens: five scrolling levels 


General rating: A simplistic game 
that would only have long-term 
appeal to the bes player. 
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London, WC32H INB ) 
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R.R.P. £9.95 


Spectrum & Amstrad 
available November 20th 
Commodore 64 

available January 20th 


Trade enquiries to Centresoft 
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start over, or try for another planet 
— who knows, vou might discover 
that elusive Agent Orange. 






















Producer: A 'n' F 
Retail Price: £B.95 
Author: Icon Designs 


Crops are planted by gi 
down FIRE and moving the cra 

over the planet's surface. Once 
sown, they multiply fruitfulhy, going 
through three stages of growth; 
red, blues and green. When green, 










O “| really don't know what to 
make ofthis-= it's a sort of dodgy 
shoot 'em up with a few frills and 











- the game, playing it will make you 


ject for a game, but that's beside 
the point | suppose. You don't 
need to be put off by the name of 


think seriousty about il Agem 
Orange is described as a combi- 
nation of shoot “em up and strat- | 
egy. The arcade bit is certainly 
there, but the game contains litile 
else. Tha idea of planting crops 
and harvesting them is quite neat 
but the thought hasn't been 





















of space travel is its COB. 

But the costs are worth it of 
the profit is reliable, and space 
farming certainly meets that 
requirement. 
You would like to try your hand at 
the new game of sesding uninha- 
bited planets and harvesting the 
resulting crops. Trouble is, that an 
alien species have just had the 
same idea, and their plants 
(wesds' to you) seem to do so 
much better. The only real ray of 
hope is Agent Orange — a potent 
weedkiler that reaches alien 
weeds the way ordinary dometic 
killers can't. l's out there in the 
wide galaxy — somewhere, if only | 
you could find it... 

Still, before that, there's farming 
work to be done. You are faced 
with batiling across eight planets 
full of rival alien planters. Starting 
trom home, a mothership heads 
for the first world, carrying seed- 
crop and ali-purpose crop-plan- 
terfighters (or daughterships). On 
arrival in orbit, an information 
screen shows the number of 
enemy craft on the planet, and 
their shield strengths. When the 
daughtership is launched, the 
screen displays the immobile 
mother ship and the virgin soil 
below. The view is from overhead 
with a lefyright tip Fr screen 
= the fighter moves in eight direc- 
tions | 

Further read-outs indicate the 
fighters shisld strength, enemy 
shield strength, score, money and 
number of seeds and harvested 
crops in the fighters hold. 


T: single greatest drawback 




















Between planting jobs, your fighter passes an abandoned 


processing plant 
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| more aggressive. These ships can 


your crops more room to breed. 


| fighter retums to the Mothership. 


| destroyed. 











developed enough. | dioin't really 
enjoy Agent Orange as if se&med 
very hollow in content. ” 

PAUL 


virtually no lasting appeal. The 
gameplay is much too difficult 
to get into and the instructions 
don't help that much — nice 
scenario though. The graphics 
are generally poor, the screen 
flicks abysmally and the charac- 
ters, whilst being well detailed, 
flickor and jerk around the 
screen. The sound is also 
nothing to write home about. 
There are a few measly effects 
but no in-game tunes, There are 
some shoot 'em ups 
nin INS TOTO Or 


they're ready for harvestina, a sim- 
ple matter of moving the fighter 
back over them. Leaving the crops 
unharvested causes them to 
wither and die. 

This scene of peaceful cultiva- 
tion hides a violent fight for the 
right to plant. Alien fighter/harves- 
ters are there too, and are deter- 
mined to stake their claim. On the 
early levels of the game, just one 
shot disposes of them; but later, 
with bigger shields, they're far 














6 “ Agent Orange Isn't all that 
much of a game. It's not flawed; 
the way in which Hd was put 
together seems to have done it 
justice, but the way in which the 
game itself actually works |5 fairiy 
mindless. Tha business of fiddling 
| about with crops Is alnght for the 
first few bouts, but after a while, it 
gets tedious. The graphics aren't 
stunning, and though Agent 
Orange isnt a bad game, | 

wouldn't recommend ft. | 
MIKE 
















































also plant crops, which you cannot 
harvest = but you can burn them 
of. H the joystick is released and 
the fire button is hetd down, the 
shipstarts to fire rapid, shortrange 
shots, clearing alien w6ed to give 












O “think it's a pretty sick joke to 
bring up Agent Orange as à sub- 











Strategy plays a par. The 
fighter's hold carries only 600 har- 
vested units, and when it's full, the 


Threatened by the approaching enemy, your craft emerges 
from the mothership 


Fighter shields are replenished at 
this stage. The Mothership can 
onhy carry 2000 units, so afterthree 
harvesting trips, the Mothership 
must return home to cash in the 

s. But k can only leave the 
planet if all alien ships have been 


Back home you can trade ships. 
The current stock of ships and 
seeds is cashed in, and the sum 
added to money received for 
crops farmed. More expensive 
models with better shielding can 
be purchased with the profits, 

Meanwhile, back at thê space 
ranch, more aliens have taken up 
rasidence. You can retum and 


ELOR IDEBLIS LOG DOHPOF 


455 ah do by 


COMMENTS 





Control keys: definable, left, rig, 
up, down, fire 

Joystick: Kempston, Cursor, 
interface 

Use of colour: 

Graphics: detailed bas-relief, but 


jorky 

Sound: title tune, average spot FX 
Skill levels: one 

Screens: eight scrolling land- 


scapes 

General rating: An original and 
intriguing idea, but lacking in the 
finer elements of gameplay. 
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Retail Price: £8.95 
Author: Beam Software 


| a fedd has been a long time 
| coming, unusual In one of 
such teêmpestuôous cer- 
ttude. K must be over two vears 
ago that GAMES WORKSHOP Corn- 
fided they were developing a com- 
puter game based on the cult 2000 
AD comie-strip hero — but the 
Workshop stopped producing 
software. Dredo then moved sur- 
reptitiously over to MELBOURNE 
HOUSE some months later, and 
their game has been many moons 
in the making. 

The time is the future; a post- 
punk, post-industrial worid, where 
the minority managers run auto- 
mated factories and write the laws, 
while the teeming masses celebr- 
ate their terminal boredom in 
crimes ranging from petty to meg- 
lormaniac. law is umtorgiving - 
in Mega-Ci 






































































































be shot for jay-walking, presuma- 
bly because you shouldn't get in 
the way ofa busy, car-bound marn- 
ager. 

Meanest of all the Judges is 
Dredd, a man-myth who wears his 
beliefs in a holster. 

MELBQUANE HOUSE now ofiers 
you the chance of a few hours 
inside  Dredo's | death-black 
armour, astride his Lawmaster 
motorcycle, and with his faithful 
| Lawgiver strapped to your side, in 
the etemal hunting down of per- 
















































































Mega-City 1 with anarchy and 
destruction. Moving through 
city streets on foot is considered 
an 4” nisk, so Dredd, following 
basic procedures as laid down in 
the Justice Department Regula- 
| tions, prowis his sector on his 



























































Producer: Melbourne House 


1 the equivalent of | 
being hung for stealing a loafisto | 


petrators (or 'perps” who threaten | 





Lawmaster. From this mobile pos- 
ton, monrntoring crimes as they're 
reported on the crime display 
screen |s simplicity itself. By mov- 


| Ing an icon (representing himself) 


over a reported incident on the dis- 
play and pressing fire, Dredd is 


| whisked to the incident — and dis- 


mounts. 

The game now switches to a 
side-on-view platform game. À 
status panel below the playing 
area offers three selectabls read- 
outs. The first shows remaining 
levels of stamina and ammunition, 
and also states the Judge's 
response; three may be selected. 
Halt is a shouted warning, Warm 
fires a shot across the perp's 
bows, while KH speaks violenthy 
for itself. 

Dredd moves from screen to 
screen by running along platforms 
and jumping up or down. Altema- 
tively, lifts and doorways may be 
used to reach the last known pos- 
ton of the perp and bring him to 
book. In responding to Hal or 
Wam, the perp sticks his hands in 
the alr and “comes quietly, But 
should Johnny chance hisarm, 's 
outwith Lawgiver— and BADAAM! 

When the crime is first selected 
on the crime display, its “normal” 
level Of threat is set tor Dredd, but 
some perps are more desperate 
(or foolish) than others and the 
Lawgiver is designed accordinahy. 

The ammo comes in six grades: 
Normal, Armour-Piercing, Heat- 
Seeking Bullets, Ricochet, Incen- 
diary and High Explosive. Armour- 
Piercing Bullets can be fired right 
through platforms. Heat-Seeking 
Bullets track down the perp. 


Ricochet Bullets can be bounced 





The soulless Crti-Blocks of Mega-City 1 form a fitting 


back drop for the Crime display screen 
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Even a heavily-armed murder suspeci can't escape from the 


long arm of Judge Dredd 


off walls and floors, while High 
Explosiva and Incendiary Buliets 
are extremely prejudicial to a 
perp's well-beina. 

As Dredd deals with one crime, 
others are continually being per- 
petrated, so having dealt success- 


| fulhy with one, it's back'to the crime 


display to check on progress 
throughout the sector. Should 
there ever be more than eight 


| crimes on screen at once, the 


"sob is over and the criminals 
ave overrun the city. 


| CRITICISM 


O“ If you are a regular CRASH 
reader you may have noticed 
great liking for 
2000 AD and fts characters. |am 
EXTREMELY  DISAPPOINTED 
with this awtful effort. Judge 
Dredd had potential to be one of 
the strongest characters ever to 
appear in a computer game; 
untortunately the situation here 
cramps his style. The game has 
been badly planned and abys- 
mailhy programmed, it's hard to 
par and eventually repellant. 
'm afraid that this does no jus- 
tice to the original cult cartoon 
strip whaisoever - stay well 
clear of it. " 












O “Judge Dredd seems to be in 
the same vein as V, both look 
pretty but are boring to play. Some 
of the Characters are well drawn, 
but none are solid enough lo 


| rasemble humans. Tha game has 


no music, the sound elfecis are 
poor variations on simple white 
noise, The key-define section | 
badly thought out — defining sepa- 
rate keys for moving diagonally is 
cutdated. | can't see Judge Dreda 
appealing to 2000 AD readers 
because it isn'thalfas much funas 
tha comic strip. 

PAUL 


O“ Judge Dreda isn't all that bad 
= though [didn't like il much at first 
playing. Later on | started to get | 
into k, and ft became more play- 
able. Unfortunately, by that time, it 
wasn't long before it became bor- 
ing. The graphics aren't up to 
much, but they serve their pur- 
pose. Dealing with the different 
crimes in different ways is initialhy 
quite enjoyable, but the game's 
staving power is limitad. Sorry MEL. 


| BOURNE HOUSE, but | reckon that | 


would find 20 copies of 2000 AD 
much better value for money. 


COMMENTS 


Control keys: T-=P choose bullet 
pe: J-L choose response level; 
NTER select report; movement 





| keys definable 


Joystick: Kempston, Cursor, 


| Interface 2 


Use of colour: garish, with attri- 

bute problems 

Graphics: reasonable backdrops, 

but awesome Dredd is reduced to 

plo eypher Ex 
pund: no music, poor spot F 

Skill levels: one 

Screens: over 50 

General rating: A valuable licencte 

shot to pieces in Mega City 1 =an 


awtul pity, 
























Producer:Konami 
Retail Price: £7.95 


his own prison yard, and the 
inmates have taken over the town 
and are holding the citizens hos- 
tage. almost makes you wish 
that you'd never joined the police 
force. Orders come down from 
above — free the warden at any 
cost. This gives you carte blanche 
to shoot lust about everything = 
the kind of mission you really 


enioy. 

The prisoners are armed with 
| guns and are lobbing tear gas gre- 
nades at anything official looking = 
| like yourself, 

Combatting the revolting pris- 
aners isn't going to be easy, allyou 
have, 5 a fast-repeating pistol — 
hardiy a match for the horde of jail 
breakers. But releasing hostages 
(simply done by moving over 
them), adds new weapons, either 


launcher. Theyre shown on 
- screen and can be swapped over 
by pressing SPACE. Additional 


tag is accidentiy shot, sott's back 
tothepistol again. 

|. The screen scrolis from night to 
loft, the policeman moving and 
firing in four directions. Most ofthe 
convicta come from the right hand 
| side of the screen, although occa- 
sionally one may try and sneak up 
trom behind. 

The hostages are to be found 
unaware of tha ma 
nage around them. But some sit in 
tha road or in windows of houses, 
pathetically waving their hands, 
wafting to be rescued. 

Stage one is the town where the 
vilains are on foot. Stage two 
| moves to the city park where the 
gscapees have hijacked trash 
vans and are imtent on driving the 
heroic policeman into the dust. 
The final section takes place inthe 
prison itself, where the warden 
awaits rescue — prisoners are par- 
ticularty thick on the ground here. 

The pistol is favourite for dispos- 
ing of running convicts, and the 
bazooka comes into its own when 
clearing obstacles and prisoners 
who hide under manhole covers. 
Finally the tear gas launcher is 
handy for flushing out well dug=in 
| convicts. 

H additional weapons are lost 
through indiscriminate shooting, it 
may be necessary to wait for a 
hostage to come along for rescue 
before continuing the carnage. 


CRITICISM 





O “At last, the long-awaited 
first release under KONAMI'S OWN 
label has arrived. We eagerly 
loaded it up, and then... what 


weapons are lost each time a hos- | 


strolling around town, Dlisstully | 
em and car- | 





Author: Andrew Glaister and 5 Ruecroft 


= nore's been a jail break. The 
warden is tied to a stake In | 


à disappointment! Over the last 
hour ve squeezed-out every 
last ounce of playability that is 
to be had from Jail Break, Now 
Pd be extremely happy if | never 
had to see it again. The game is 
fairly well presented, and the 
sound is quite bearable (ai- 
though effects are used mini- 
mally). But the game... Em 
sorry KonNamM! but | wont be 
awaiting your next release with 
quite as much enthusiasm. " 


UM. 


“Ba o 
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a bazcoka or a tear gas grenade | |! sr oo 


Em ae | 


De EI ET E 
CU 


tt 


O * Jail Break is an extremely hard 
game. It takes quite a while to get 
used to the collision system — the 
bulets seem to be able to go 
through your legs, but if they hit 
vour hat you've had it. The serol- 


rig 18 alrocious. The background 


moves jerkily and siowiy, although 
the graphics are nice and detailed. 


| The characters don't move about 


very smoothly and often get lost 
behind each other when two 
appear at once. dai! Break is quite 
good fun to play, and fairiy addic- 
tive. However, it doesn't excel in 
any areas, and is not one of the 
best games with which to launch a 
new label, 

PAUL 


O" Wow, what a totally trashable 
box, Wow, what incredibly poor 


| graphics. Wow, what a generally 
BEM | 


rubbish game this is. At least 


His T 
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A policeman'slotis nota happy one, butatl least'the convicts 
had the decency to erect a headstone 
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Save us from the ball and chain... 
à dispose ofhro convicts before rescuing the housowife 


Serenata 


our herorc cóop must 


| of playability, addictivity, and most 


ho) ME 

































KONAM! have got tha courage to 
actually take the blame for it; prob- 
ably because no-one else would! 
The scenario is hardly original, and 
the game itself lacks any amount 


of the other things that would usu- 
ally convince someone that a 
game is worth buying. Boring, not 
very playable, and poor value for 
money. momam have already 
started to lose their reputation. " 


ISUO 


His ope ado RNA 
Wi 


COMMENTS 


Controlkeys: Cleft,W right, lup, 
J down, O fire, SPACE select 
weapons 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: minimat 
Graphics: dubious sprite collision | 
and poor scrolling routines spoil 
otherwise pleasant gra ii 
Sound: sparse spot e! 

Skill levels: one 

Screens: scrolling play area 
General rating: An alarming dis- 
appointment, coming as it does 
from the arcade masters. 
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Producer:Electric Dreams finishing each level. You get three 


Retail Price: £E7.99 
Author: David Pridmore 


o, this isn't based on the | 
| famous play by Will 


Shakespeare, Dut ft is just 
as frenetic as that drama. For the 
sake of a scenario, Hyperspatial 
Wireways are a series of wire tubes 
spanning the universe which guide 
travellers safehy to their destina- 
tions. À problem has arisen 
though, in'the form of weird aliens 
infesting the Wireways and mak- 
ing them unsate for journeying. 
Down to you Zapper. 

Your task is to clear the Wire- 
ways as best you can. Each screen 
is Of a different-shaped wireway. 
The zapper you control is at one 
end, and hordes of aliens gradually 
make their way up from the other 
end towards you. Wireways con- 
sist Of several lanes across which 
the zapper moves blasting away 
along them, 

The aliens are multifarious. Filip- 
pers are lines which flip from lane 
to lane as they make their way 
slowly up the Wireway. Shoot 


when they briefly pause befora 
flipping again. Flippers can 
destroy the zapper if they flip onto 
It 


| Fuseballs are cross-shaped and 

| stick to one lane. Should they 
reach the end of the Wireway, they 
block the zapper from moving 
across that lane. 

aquare-shaped tankers slowly 
rotate as they make their way up 
the lanes. When hit, they either 
split into two flippers, or a spiral- 
ling fuseball Nf the tankers get to 
the end of a Wireway, they split as 
if they had been hit or sometimes 
just go phut and disappear. The 
resulting fuseballs hurtia around 
the Wireways, gradually moving 
towards the zapper. 

Early gare levels onty have flip- 
pers and fusebalis, tankers tum up 
later. But after level 12, spikes and 
pulsars arrive. Spikes look like 
single lines and grow straight up 
the lanes, slowly extending them- 
seives. Left alone, they eventually 
wither and retum down the grid. 
These are onhy lethal if tha zapper 
passes over them when fully 
extended. When shot, they remain 
at their present length until the 
screen is finished, and then extend 
to their full length. They cannot be 
shot at this stage. 

Pulsars look like flippers, but 
don't flip, they just travel straight 
upa lana. lf the pulsar reaches the 

| endofthe lane, it shont-circuits the 
grid and destroys that lane. 

Ordinary zapping is hard work, 
but once per level the super-zap- 
per may be used. |t simply clears 
the entire Wireway of everything. H 
it's used before all the aliens have 
come onto the Wireway, the 
remaining aliens travel faster, 

Points are scored for all aliens 
Killed (super zapping doesn't 
count), and there's a bonus for 
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| Zappers to start with, another 


every 10,000 points, and you can 
choose to start on any screen. 


CRITICISM 





6“ Yeah Tempest is finally here, 
The only problem is that ft is on 
the Spectrum, therefore all the 
computers limitations come 
into play. The action is spoiled, 
surprisinghy enough not by the 
speed, but by the graphics, 
which simply arent clear 
enough for you to be able to play 
the game properly. The sound is 


ESCORE M7B77 





falrly good, there are no tunes 
but the zappy effects during play 
more than make up forit. | didn't 
really expect this to be much 
good, arcade conversions sel- 
dom are, so I'm not too disap- 
pointed with it. But the dire front 
end and attract mode don't app- 
gal much, ” 

BEN 


O “| remember how good Tem- 


| pest, the arcade game was. Unior- 
| tunal 


the addictiveness and 
plavabiiity seem to have been lost 
in the mists of time. The graphical 
transfórmation seems accurate 
and the depth of play area has not 
been lost. However, there's a limit 
to lhe complexity that can be por- 
trayed on the Spectrum screen; | 
began to feel | wasn t really looking 





forward to the next level, or even 
the next game, as the basic for- 

mats of each had lítile variation. | 
Tempest contains nothing to kesp 


PAUL 


| the player interested, " 


O “ Tempest has a great deal of 
fun going for it. There's no denying 
the fact that it's nothing but totally 
mindiess biasting. Then again, If 
you're prepared to wear your fire 
button into non-existence, then | 
this is the game to get. Absolutely 
no strategy, forward planning, or 
intelligence is required; if like me, 
you enjoy an incredibly destructive 
bout of meanie bashing. then 
Tempest is worth looking at. Price 
wise, though, think carefully 
before buying; it is a bit steep. 
MIKE 





Cameron bravely blasts away in demo mode 






The startoT level 81 [surely some misitake!!) or bas demo mode 


struck again 


HR: 


Cia 





COMMENTS 


Control keys: O anti-clockwise, 
E ciockwise, ENTER fire, Z zapper 





| Joystick: Kempston, Interface 2 


Use of colour: monachrome play 
area 

Graphics: understandably slow 
and rather cluttered 


| Sound: quod explosion effects 


Skill lovels: 99 
Screens: 90 


| General rating: À good try at a 


game not really suited to the Spec- 
trum. 
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A'speed and hook' gauge al the 
bottom of the screen is used to | 
control the strength and curve of 
"each players bowl. As the “fire 

button is depressed the speed 
indicator increases towards the 
speed zone. When it reaches this 
the fire" button has to be released | 
(otherwise an error will be incur- 
red) and upon release the hook 

| gauge comes into action, the indi- 
=| | cator sliding downwards towards 
| | the hook zone. When it reaches 
this the fire button should be pres- 
sed, again the timing is critical — 
| too much hook either side of the 
| hook zone could mean the ball 
missing the pins altogether. 

Each player has two aftempts at 
each set of ten pins, a score is 
pad ven and the next player bowis. 

me continues in this fash- 
ion, the score sheet being shown 
after proa player has had their 
turn. The score is kept automati- 
read! and incorporates all the dif- 
s of score, including 

re atnkes and extras. 















| Retail Price: £B.99 
| Author: The US Gold Team 


here's no sign, as yet, of the 
Spectrum version of the 
classic Leader Board from | 
the American software house 
ACCESS (the e behind games 
| such as Raid Moscow and 
Eae deseo However the latest 
to be converted for 


the m da pib = 
tre Specirum has a ng simu- | É 
lation. Tenth a is a di Bali 
bowlirg gama that includes all the 
d 


| features in the alleys. 
Befora play can begin an 


dfienng te choice. petween 


úluo or open bowling. the 
former is chosen you then have to 
input the name of the playing 
teams, number of pla on each 
team (up to four) the number 
Pl cb A gp 
three). The latter option delivers & 
screen asking the user to input the 
number of players (from one to 
no their names, the ability level 
(either kids, amateur or profes- 
sional) and the number of games 
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O “ Tenth Frame hasn't quite sur- | 
vived the transfer from the Com- | 

medore to the mighty Spectrum. 

| Lost in the process 1s the sound 
and the 







anda lot of 


| € the playability. T graphics are as 
- CRITICISM Boa “uam to foot very | 
| realístic. The game has ai! the 


basic features of bowling — untor= 
| tunately none of them are very well 
implemented or expanded upon. 
Fm sorry to say that Tenth Frame 





















































O“ jam disappointed with Tenth 
Frame, it should have been so 


seit out in gameplay 
it simply isn't real 













Co RED GHRHA 





to ed When this information ira dion't really bowl me over (we're 
put the bowling can down the aliey. Left and right | enough — the pins behave in a sorry that you said it as well Paul - 
* Thescreen displays a natura ap moves i in those directions and | totally unauthentic manner, so | Ed). ' 






you have to leam the “physics! 
of the 


6“ Ten pin bowling isn'ta game | 
pao recommend for conversion 
computer, especially not to the | 
Ei In faimess though, us 
| qo.D have made a determined 
effort. Unfortunately, their efforts 
may o prove to have been in 
vain = the result Rr a 
The graphics are fairiy a 
with some nice animation on | 
bowler, but the game's biggest 
downfall is the annoying pause 
after every go. Overall, | think that 
Tenth Frame should be given care- 
ful consideration before purchase 
even by a dedicated fan of the 


Control keys: Q up, A down, O 
left, P right, CAPS fire 
Use of colour: unremarkable 
Graphics: basic but functional 
Sound: the occasional spot effect 
Skill levels: three 
Screens: one main playing screen 
and a score screen 
General rating: A valiant attempt 
to convert a game that probably 
isn't surted to the Spectrum 






view of the bowling from a 
ion above and ind the 

- Tha bowiter appears at the 

end of the alley and |s moved left 
and night by use of keys. Pushing 
tha d' key activates à 
condi which appears halfway 


using the marker you can aim 
where the ball is going to go (lt 
crosses the marker as it traveis 
down the alley). When everything 
is primed the bowler can be made 
to bowl the ball by pressing the fire 
button. 
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Producer: Leisure Genius 
Retail Price: [9.95 
Author: Andy Green 





mention of the word 'Scalex- 
tric” conjures up visions of 
many happy hours spent plecing 
together plastic track sections. 
Now with this computer version of 
the old sitting-room floor racing 
ame those moments can be re- 
ved, There is à choice of 17 
ready-made tracks included, or a 
completely new track may be 
designed and built using a series 
of short sections, 

When bullding a circuit, there 
are 15 different track elements to 
choose from. To begin with, there 
are four “stralght' components, 
each of a different length. Next 
come the 'chicanes, where the 
track narrows to a single car width. 
These come in several forms: 
| Curved chicanes, straight 
chicanes and chicane entrance 
and exits. There are also skid 
chicanes where the track Eneiay 
narrows then broadens again. 

There are three different comer 
radii, “inner” curves are tightest, 
foliowed by 'standard' and 'outer. 
There is also a banked curve which 
has the standard radius. 

Having positioned the first sec- 
tion, you place your cursor on the 




















fire" then lays this in place, 
a so on until à circuit 5 com- 
pleted. H you are unhappy with the 
result, 
sections Of the track, or alterna- 





position on the starting grid 
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| and the computer informs you 


or many people, the mete | 


close to one anóther they appear 


| next piece oftrack required -pres- | 
| sergen shows the track layout and 


you can choose to replace | 





Waiting for the green light, Cameron and Shane share the pole 


rec da ER 


PSCAES 


rn Rd vise tdo Elisa tt 





tivas scrap the whole design. To 
finishra circuit design, the two ends 
of the track must be quite close, 
Then the finish" icon (5 selected, 


whether or not the two ends of the 
track can be joined. lfnot, another 
combination may be tried. 
There's more to Scalextric than 
building tracks, however — after 
the circuit has been chosen the | 
real racing can get underway. Two 
eople can compete, Or you can 
take on the computer which drives 
the car that appears on the lower 
window — the screen is split hon- 
zontally, with each portion show- 
ing the rear view ofone ofthe com- 
peting cars (when the two cars are 
on both screens). The screen also É odiei 
shows the twists and tums In the 
track ahead. The car s controls are 
accelerate, brake, steer left and 
a ad orenges are dis- 


H the car ra a safe speed 
in a comer à starts to skid out- 





CRITICISM 











e“iwas peço great things 





wards. The maximum safe speed | from this - after all, what could 
depends on the tightness of the | be better than a Scalextric set 
curve, but exceeding the car's | without a transformer? 


Unfortunately Scalextric has 


handling limits causes a cohadon 
tumed out to be a below-aver- 


with the verge. Hitting the 


















causes the car to slow right age me, with an unin- 
o SO mer Darota Hi cam De Htosraa teresting e bit at the begin- | 
back onto the track, lftwo carscol- | ning. The graphics are initially 
lide, the one at the back explodes | good, but das get boring when 
- however, barging from the side | you've seen all the tracks. The 
is harmiess to both vehicles. sound is nothing more than vou 





A small map at the bottom ofthe | would expect from a game of 
this quality = that is, a bog-stan- 
dard engine noise. I'm very dis- 
appointed: su LEISURE GENIUS 
could have come up with some- 
thing a little more inspired. ” 







the position of each car, and the 
lap time achieved by the two driv- 
grs is given after every circuit of 
the track. 




























0 “|sawan advert for this years 
ago, and I'm not sure that it's been 





| Screens: two 


































“Portugal looks nice Shane!" “Okay Cameronlet'srace there 








worth the wait. Scalextno isn'tone 
of the best racing simulations 
around, but it does contain some 
very nice features that set it apar 
from other games of ils type. The 
icon system is sasy [O USE, | 
although geiting a good track 
together can take some time. The | 
cars are very well drawn with some 

ve graphics, but 
they're not responsive enough for 
a competitive game. !f you really 
want to buy Scalextric, don't be 
fooled by the Aiii tação — 
insist on playing 't firs 























O" Soalextric is atra, pet as 
racing games go = but it's all been 
done before. track editor is 
very siick Ds useful, but | just 
can't see that there's that much of 
a market left for a race game. The 
graphics are fine, with few prob- 

terms apart from the usual colour 
clashes. you're not yet the owner 
of one of the many thousands of 













race games, then Scalextric is 
worth considering. Neatly done, 
and professionally packaged, ft 


has everything going for it — apart 
from an tirei idea. dá | 


COMMENTS 





Control keys: definable: left, right, 
accelerate and brake . 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: workmanlike 
Graphics: good detail on cars 
Sound: monotonous engine effect 
Skill levels: one 


General rating: À great idea, but 
lacking in gameplay 





Producer: Activision 
Retail Price: £9.99 
Author: Richard Gold 


this talk about the new 
Plus 2 and 128 machines 
having compatibility prob- 
lems is apparently a cover-up, 
What has really happened is that 
the computers have been invaded. 
Little Computer People (LCPs) 
have found their way into the 
machines and are tap dancing all 


| messing things up. 

The only way to restore order 
amongst all this chaos is to tempt 
the Inte de-bugger out of the 
works and on to the computer 
screen. The way to do this is to 
provide him (they're all male, for 
some strange reason) with an envi- 
ronment he feels at home in. 


















thai. 

Each LCP has a dilterent per- 
sonality, but something they all 
have in common is their desire for 
fnendship. Being locked away in 
all those nasty chips is no fun at all, 
and LOPs like nothing more than 
having their hair ruffied, or playing 
a game of cards with their human 
companion. To keep the little chap 
fit and healthy, he needs regular 
supples of food and water and 
some dogfood for his canine 
chum. | 

The House That acrivisson Built 





















in equips your computer with all 
that is needed to cater for even the 
tussiest LCGP. The top floor con- 


over the data bases and really | 


have tried to do just | 


arives on cassette, and loading ft | 





tains a television, stereo, typewrl- 


ter and piano (most LCPs are bril- | 
liant pianists). The middle floor | 


contains the bedroom, bathroom 
and computer room, and the 
ground floor contains his kitchen 
and sitting room. 

The LCP leads a very active life, 
and occuples every minute of the 


day by pursuing one of his hob- |. 


bies. Every moming he goes 


through his work-out routine to | 
keep in shape; he watches televis- | 


ion, plays with his computer, 
phones friends and even dances 
to his favourite records. 

An LCP communicates with his 
human friend (or owner) in a 
number of ways. He bangs on the 
inside of the computer screen 
when he feels that you're not pay-= 
ing him enough attention, and if 

he's feeling particularty verbose, 
he may even type you a letter! In 
this way, keeper and LCP start to 
build up a rapport and become 
cod friends. Paying lots of atten- 
tionto the LCP is the best way gain 
his confidence, LCPs love pre- 
sents, and by using the relevant 
keys gifts of all sorts can be left at 
the door for collection. 

If, on the other hand, the LCP is 
ignored, he becomes very depre- 
ssed. In serious cases of neglect, 
f he goes without food or water, 
he turns a nasty shade of green 


and goes to bed. Ignore him for 
too long, an your high-tech 'pet is 


likely to fade away forever. 

A Little Computer Person needs 
a lot of attention, but at least he 
doesn't leave stains on the dquio 
or scratch the fumiture . 


Cameron's Litile Computer Person grooves to the beat on the 





top floor of his house 
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Sitting comfortabiy in the armchair, LCP phones a friend — 
you'll never understand his language! 























exciting as that. You have to watch 
another person live their own life = 
what could be more boring! LCP 
may appear cute to start with, Dul 
the novelty soon mears oft | 
couldn't really find anything addic- 
tive about this game, and | 
much doubt that it will have the 
cult following on the Spectrum that 
it's got on other machines. Very 
much a minornity interest. 





CRITICISM 











| 6“ Asaconceptfora computer 
entertainment package this is a 
good idea. À pet living in your 
computer, who has his own per- 
sonality. This pet can be tem- 
perame (even angry) at 
times, and happy and rewarding 
at others - brilliant! Unfortu- 
nately ACTIVISION seem to hi 

forgotten the palma of the 














O “ LCPs were all the rage when 
they first materialised on the Com- 
















Spectrum, so a great idea has | modore. Looking at it now how- 
lost a lot of its impact due to bad | ever, | can't help feeling that ft is 
screen on and sloppy | destined to become borin ro Tha 
graphics. F'd only recommend | things you can order (ask?) your 

this if you are desperate to see | LCP'to do, are limited, and though 
your computer doing something | It may provide a terrific amount of 






excitement for the first few 
| attempts, the ii bs only there | 

for a while. e graphics are 
reasonable and colour is used very 
well on the background furniture. 
Worth looking at, but | think addic- | 
tivity is severely limited. ' 


* COMMENTS 


"a Control keys: in conjunction with 
RR | EXTENDED MO E key), F deliver 

food, W more water, A alarm, D 

deliver dog food, € ring phone, P 

scratch back, R deliver record, B 

AR 

| Use of colour: colourtul, if a bit 


rapina a very desirable resi- 
dence 

Sound: effects, depending on 
what your LOP is doing 

Skill levels: one 

Screens: one 

General rating: An interesting 
concept, but not one likely to 
pe terribly addictive on the 


“different. ” 









O “Yes folks, you can now live 

your life al over again for the mini- 

mal sum of ten pounds. Oh, and 

ai tre restricted to your own 

| - but we'll give you a sog 
pol a new Identity... 

afraid that LCPs aren't polida é 
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THE DEFINITIVE AWARDS FOR THE BEST SOFTWARE OF 1986! 


At long last! After much moiling and toiling opening letters, reading 
your forms and inputting the data into a trusty APRICOT database (the 
poor Comps Minion has worn his fingers to the bone in the process 
of working out the Top Five in each category) we are proud to 
present... THE RESULTS! 


BEST GAME OVERALL 


BEST PLATFORM 
GAME 


BEST SHOOT 'EM UP 





BEST ARCADE ado 
ADVENTURE E 


BEST ADVENTURE 


BEST SIMULATION 


e a Ti Cb RE 
Pg 
I a : 


E Hã a nd 
A Aa Rasta A pat 7 
RS e a ARE » 


BEST MUSIC 





BEST SOUND FX 


BEST 
ADVERTISEMENT 


BEST PROGRAMMER 


| T PLEASINC 
BEST SOFTWARE ro dci: 


HOUSE. 


R 


STATE OF THE ART 
AWARD 


CRASH T-Shirt 

David Drury, Rowley Regis, W Mids; 
Leighton Davies, Newtown, Powys, Olive: 
Leeds, Tonbridge, Kent; Leon Aresti, New- 
bury Park, Essex; Toby Lyons, Ryde, Isle of 
Wight; Spencer Tillett, Rainham, Kent, 
Jonathan Archer, Croyde, N Devon; 
Graham Seeney, Scarborough, N forks; 
Chris Smith, Dinas Powys,S Glam; JA Frost, 
Stonehouse, Glos, 





| Physical fight 









Retail Price: £B.99 


Producer: Starlight Software 


Author: Mick Eatock and Simon Welland 


rayfell 5 an ancient land 
“mm ruled over by Mauron The 


Evil. Norman the Wise (a 
catofno particular ambition) hears 


tales of this sad land from the great | 


wizard Hitormis, whilst quaffing a 
tew too many in his local. Accord- 
ing to legend, Mauron stole the 
Orb of Life and in so doing, sen- 
tenced the land tó a future without 


love or peace, A drunken ambition 


E kinded in Norman's feline 
breast. He staggers out, vowing to 
destroy the evil one and retum 
Grayfell to the tranquility it once 
knew. 

What a rash cat, you may think, 
but curtosity aca 

Norman is soon embroiled with 
mary enemies, out to prevent him 
subceeding. Rats, Wolves, 
Crocodiles, Dragons, Minotaurs, 
those old favourites = Killer 
Tomatoes — and even Cat-sating 
Plants burst forth from all over the 
placa. 

These creatures can be 
despatched with a quick spot of 
sticuffs, but Norman also has 
ihree spells he can summon up. 
ing drains stamina, 
but, worse, the spelis are finite and 


cara should be exercised to con- | 


serve them for really tight spots, 
Stamina, on the other hand, can 
be replenished by eating 


shown as a can of beans — if all the 
beans vanish, Norman Tiddles 
loses one Of his nine lives ... how 


appropriate. 
The adventure element in 
Greyfeil is supplied through action 


icons, seen at the screen base. 


plants | O 
(walking over them). Stamina is 





Pressing fire while Norman is sta- 
tionary accesses icon mode. With 
the icons, spells can be selected 
and fired (unless supplies run dry), 
objects can be picked up or drop- 
ped, and the last selected object 
can be used. There are also 
facilities for pausing the game, 
saving current position to tape and 
tegaing the sound on or off. 

ome (areyfellians are pleasant, 
and are even helpful when they 
offer clues as to which objects 





might be collected and to whom 
they may most usefully be given. 
Clues appear as speech bubbles 
in cryptic form like 'Fe2Cu”. Hav- 
ng pondered on the possible 
meaning, Norman can hare off to 
get the required object. 

Greyfell is traversed on foot 
using the cardinal compass 
points. Pressing against an object 
allows Norman to cat-jump onto it, 
if its low enough. He can also 
enter the small huts encountered 
along the way, the scene cutting 
to their interiors. There may be a 
series of flip-screen rooms inside, 
saem Mlien 8 ste.  Norman's 
objective is to seek out Mauron in 
his lair, and retum the orb to its 
nightful place in the cup of sormows. 
Success is measured 'arcade 
style” by the number of nasties kil- 
led, and adventure style, by the 
percentage of quests completed. 


Norman car't see the doors for the milking stools 

















CRITICISM 


O “ An impressive debut from 
STARLIGHT. The plot is original, if 
perhaps slightiy tacky. The 
graphics are cute = the 3D 
forced perspective screen lay- 
out works well, and the charac- 
ters are endearing. Sound is 
also well above average with a 
few tunes and a v amount 


| of effects. Greyfell falls over one 


giant stumbling block: its 
gamepiay - à left me cold. 
stomping around the playing 
area fighting off the meanies 
just isn'tfun. After a few goes I'd 
had enough. Not playable or 
addictive enough for me to rec- 
ommend. ” 

BEN 


O * This isa lovely game to launch 
à new software label with. But 
despite the lflashy loader and 
pretty graphics, the game breaks 
no new boundearies. The screens 
are superbly drawn, pleasing to 
the eye and offer one of the best 
30 viaws I've seen. The icon-dri- 
ven section is a bit too cumber- 
some to use quickly, and things 
are generally too slow for the aver- 
age arcade piayer. The strong 
adventure elements make it more 
likely to appeal! to adventure 
players than arcade fans. fts a 
decent Ittla game, and well worth | 
a look. * 

PAUL 


O" Greyfellis very well presented. 
it has excellent graphics, and a 
very neait loading sequence. The 
3D effect is superbly executed, but 
unfortunately, the game moves 


| Stowly. The fact that there arefar 


too many meanies makes it much 
more unplayable than it could have 
been. This is a pity, because if the 
game had had as much playability 
as it has polish, then | think this 
new label would have been off to a 
flying start. As it stands, | think 
Greytell is very well produced, but 
lacking in the playability depart- 
ment. ” 


COMMENTS 





Control keys: definable: walk | 

north, walk east, walk south, walk 

west, fire | 

Joystick: Kempston, Cursor 

Use of colour: limited 

Graphics: 30 monochrome 
raphics 

sound: a chirpy tune at the begin- 

na and spot effects throughout 

Skill levels: one 

Screens: 120 plus 

General rating: Not very original, 

but this |5 almost rectified by the 

highhy polished presentation. 





With the demands on my time that LIM makes, 


Il have the feeling 


that | am not going to be able to keep up with the weeding once 
Spring has sprung (which it is showing every sign doing any day 


now). 


SHI, enough ofmy preoccupations and on with this month's selec- 
tion of letters, The arcade debate started by Mr Evans provoked a 
flood of angry letters — a raw nerve was obviously touched there. But 
the Letter of the Month and accompanying E20 of software goes to 
a female person this month, for her well-reasoned contribution to 


the POKEs debate ... 






























Dear ora 

| hate to use your precious pages 
as a speaking pedestal, but: 

1) Could software houses please 
adopt some universal logos 
involving 128K products with or 
without independent 128K ver- 
sion. Some inlays are printed 48K/ 
128K,  128Plus/128K,48K and 
some have nothing branded on 
them. Aaarmghh! It's very contus- 
ing as most shops these days take 
out the instruction leaflets for dis- 


play p 

5 Ceu id OcEAN please stop churm- 
o out “big-name money-spin- 
ners' that tum out to be rubbish? 


n) The only two games of any 
caio recently from OCEAN are 
Cobra and Top Gun. Come on 


software. Fair enough, after such 


it's hard to back down on releasing 
| à game. Take Street Hawk for 
example, it took ages to come out 
and when à did it was crap. But, 
surely folks would rather wait 
longer for a better program. And 
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128 
| PONDERINGS 


ea Rider, Miami Vice and so | 


OCEAN plsase just release quality | 
massivo advertising campaigns | 





DO Rd tis think back — 
OCEAN used to produce the bestest 
software in the whole wide Bwit- 
tigh Isles. 
3. And now to make my letter 
have even less effect. Hats off to 
OCEAN for bringing out a 128K 
compilation package. What a 
reat idea! We need more of these 
ie 6 (Cue Dambusters Theme 
Music). These compilation pack- 
soe could be the heart and spirit 
every 128K Spectrum (or Plus 2) 
owner. In the bio oc war 
of rivalry between the Spectrum 
and Commodore owners, our two 
latest machines powered with 
128K compilation tapes will help 
ne defeat the Commodore owners 
on playability on graphics, on 
addictiveness and on the sound 
capabilities, Long live the 128. 


| Paul Robinson, Doyne, Perth- 


Glag to hear thai someone haslots 
of positive things to say about the 
128 Plus 2! it about Top Gun 
and Cobra... 

LM 
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RABBITTING ON... 


Dear Lloyd 

| think it ought to be brought to 
your attention that there is a nasty 
fiend on the top of the Editorial 
page Of your magazine. 

For the last three years the 
aforementioned bug has been 
beating up a poor, defenceless lit- 
tie rabbit. |Hthink it's about time the 


am nina dO 
u of o ad 
COL HE O Sp aré é some g im a a! va Dr Fi 
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Da vid Mu nd ay, 4 4 Albert Road, St 


7 Lomond 
ent, wWihitburn, west Lot- 


rabbit got its own back. 

If the situation is. not remedied in 
the near future, | shall set my man- 
gating goldfish on you. 

Nicola Weston, Basingstoke, 
Hants 


Take another look! 
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HAYES COMPUTER CENTRE 


(SALES AND SERVICE) 


1000 UXBRIDGE ROAD, HAYES, MIDDX 
Tel: 01-573 2726 (24-hr Ansaphone) 


Stockists of Home and Business 
Micro-Computers | 
Software, Hardware, Books and Accessories 


We specialise in the 


CPE e repair of Sinclair products 
Pein o | Spectrum and QLS) 


: sa 
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Dear Lloyd 
While wandering around the shops 
| saw the Spectrum Plus 2 pack. It 
had a few free games withit, so in 
| Iwent to examine these freebies. 
AMSTRAD Quality Control" they 
said. Obviously Amstrad are 
doing something about software 
quality, | thought to myself, 'pre- 
venting such crap as Kung-Fu 
Master — what à good idea! 
Now, wouldn't it be a good idea 
f a 'Software Quality Control 
examination by certain magazines 
and computer companies was 
compuisory for all games so we 
don't get ripped off? 

A PASSED QC' sticker or 
“FAILED QC' sticker could be put 
on the casseíte, so giving the 
purchaser a guide on what to buy. 
The game would still be tfairly 
reviewed in magazines, but would 
be mentioned as 'passed' or 
falled” Quality Control. Even if it 
put the price of the game upa bit, 

| we wouldn't get ripped off, and 
have to spend hours in the shop 
going Shall, sham ti"... Itwould 
save a lot of bother (and money). 

Also please tell me what has 
happened to the ' Journal of Mysti- 
cal Affairs”, as | haven't been 
receiving mine for some months 
now. | also feel | must agree with 
your view On AMERICANA'S 
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CONTROLLING 


Bulighting Game, and | see no 
point in publishing such a game, 
as people are quite uniikely to buy 
kt, untess they are quite tasteless, 
though | think it should still be 
reviewed (taking into considera- 
tion the topic of the game). 
Continuing on the POKES 
debate, | think that if one of my 
games were hacked | could ses 
where | had gone wrong with an 
'impassable' bit, or made the 
game too hard, and change it next 
game, so POKEs can be a help to 
a game's programmer! 
David Hosier, Oxford 


The Amstrad quality contro! 
scheme isn't intended to act as a 
guide to the quality of the game, 
but indicates that the program will 
run on the full range of Spectrums 
without problems - a useful 
guideline for the would-be purch- 
aser, given the compatibility prob- 
lams thai were experienced on the 
128K front. 
The JOURNAL has been taking 
a bit of a rest recently = 'm told 
that the energies surrounding the 
MYSTICAL SUBSCRIBER NUM- 
BEAS have been channelled into 
other areas. The JOURNAL should 
be back with you 800n... 
LM 
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laining? vou like a product then 
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ind the game a ba 
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Reading 
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Munson, Grazeley, 
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Dear Lloyd 

| have an apology to make, | am 
sorry for buying Super 

before reading CRASH's review 
but | was so looking forward to a 
follow up to Match Day that | just 
couldn't help myself. | thought 
that, considering IMAGINE's track 
record, the game would at least be 
playable! The animation is appal- 
linghy show, the pitch has a weird 
perspective, the colour clash is 
horrífic but even taking in these 
drawbacks, the game was quite 
enjoyable until | discovered the 
(main) bug 

lfafoul is committed sometimes 
the injured party stays lying on the 
| pitch indefinitely and very soon 
you can find that half of your team 
5 “dead'. This happens reguilarhy 
now, and makes the game totally 
unplayable. kt is quite obvious to 
me that IMAGINE rush-released this 
game for the Christmas market — it 
is unforgivable. This is the most 
bug-na en and useless game 
since Superboml, 

Enough of that and on to the 
important par of my letter. | 
noticed in the December issue Of 
CRASH on page 75, a competition 
to win a copy of Handball 
Maradonna. | noticed question 
three which asked ' Name the three 
seria in the World Cup 

arty in Mexico this year. Easy | 
thought: Jim Leighton, Andy 
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Goram and the legendary Alan 
Rough. Weill, | didn't actually think 
that, Fm notthatnaíve, but | object 
to the wording used. THE World 
Cup Party, to me and many others, 
was the Scotland Squad and one 
must not forget the Northem lre- 
land team either. 

Also, in that issue there was a 
review of Tha Great Escape in 
which “you play an English POW 
trying to escape “Am | mista- 


" kenor didn'tthe rest of Britain also 
| fight in Word War |? Frankly, | 


think this san insultto all Scottish, 
Welsh and Irish men who game up 
their lives to save not onhy their 
own countries but England as well. 

Scotland gets a raw deal from 
all areas of the press and society 
and for CRASH to add fuel to this 
fire really annoys me. 

England is not the centre of the 


| Universe and CRASH is a British 


publication. 
Chris Lafferty, 
Strathclyde 


Wishaw, 


You're quite right of course, Chris. 
h's a clear case of thoughtless 
xenophobia on the part of the 
CRASH Team, and | have taken 


| steps to reprimand those respon- 


sible. Hest assured that with a 
name like Graeme Rida, our Editor 
has nothing against the Scots! E 





UPGRADE 
BLUES 


Dear Lloyd 
How | wish | could buy a computer | 
which was the best and it would 
not get updated. In Christmas of 
1983 | bought my first computer, a 
Sinclair 2481. Atthe time [thought 
t was the best computer going, 
until Christmas of 1986 when | 
updated my computer to a Speo- 
trum 48K. | still have the machine 
and | never regretted buying it. 

Now the Spectrum 128K and 
Plus 2 have come out. | would love 
to get one, but | can't afford one. 
All my mates smirk at me = they've 

ot 1285 and | go round their 

ouses playing 128 games, and 
sob my heart out that | cannot hear 
that cool 3-channel music and 
extras that you don 't get on the ola 
Spectrum. 

And | hear of more people 
updating to 128ks, while | just 
have to play my old games and 
sulk. But Em glad to say that 
CRASH still keeps up reviewing 
48K games, and | never miss an 
issue. The Spectrum is one of the 
oldest and most popular comput- 
ers going, so let's keep itup. Thank 

ou Clive. 
tobin Plummer, Harlow, Essex 


You could always try entering the 
competitions we have planned for 
the April, May and June issues — 
we'll bo giving away a Plus 2 and 
colour monitor every month! si 







































BUDGET BASHING? 


on. ['m not saying all Smashes lack 
lastability (Academy |s ace), just 
most. 

So how can these dangers be 
eradicated? Simple, just don't buy 
budget games on looks alone — De 
more selective in your buying. As 
to the CRASH Smash problem, it's 
up to eg Lioyd. Smashes should 
onhy awarded to programs 
which have lastability and if this 
means holding a review back a 
month until the reviewers 
thoroughiy play t, then this is your 
responsibility as a service to your 
readers. 

Better à late review than readers 
casting aspersions on your ability 















































| Dear Lioyd But they could have another 
How many times recentlyhaveyou | option. Release the game, butata 
noticed reviewers saving of a | budget price. This would mean 
game “Not bad would have made | less profit from gach game, but | 
| a good budget offering. ? higher sales — and the protection 

And | think this is à very good | of their image might make it morth 
idea. their while. 

Take for instance, the recent “There is another thing though. 
releases by  OCEANIMAGINE. | People know when it comes to 
Granted, some of these games | buying budget cova it's mostly 
have been very good indeed, but à a hit-and-miss affair = you may get 
large amount have also been very | à great game, or a load or rubbish. 
average. People might think that all budget 

Now | can imagine their prob- | games released are bad if com- 
lem. A game idea perhaps with an panies adopted my idea and 
expensive licence is given to a released games that didn't come 
team of programmers, and they o to scratch at a budget price. 



















Dear Lloyd 
“| eel compelled to write, and so 
write | must to tear apart the very 
fabric of the software industry as 
we know it. The danger must be 
| brought to the attention of your 
readers for only your readers can 
repel it. 

“What danger?" | hear you cry = 
well itis manifest in two ways. 
1, Budget software. This is, If we 
admitted it, a mixture of boring 
dross and banal gamesplay dres- 
sed up (in some cases) by nice 
graphics. Let's face it, the only 

dget software that is played for 
more than one day is that which 
has formerty been released at full 















































































































price like Full Throttle, Kentillaand | to judge a game fairly. set to work on it. Later, back they is will alidepend on how bad the 
300. dg fer Battle Hill, Wal- | come and show their game to the negr-misses are. | think this idea 

On the rare occasions that | play | lend, Fyne and Wear company. All is well the game's | might work and it's certainhy worth 
budget software | must admit that great, but what if it isn't? considering. 


The company has several | John MckKiniay, Lochgelly, Fife 
choices. Do they send the pd 
rammers back and tell them to do | | think the financial commitments 
| à again, possibly risking some- made by software houses lo pay 
a like the Street Hawk fiasco? | royalties to licence owners that are 
Do they release the game, risking | based on the “full price” might 
their reputation if it is badly | cause problems, but the theory is | 
received? Or do they forget about | an interesting one. Any software | 
it, losing perhaps thousands in | houses like to comment? 
pers di costs or licenca 
clegls : 


| think you are being more than à 
“lite harsh about the quality of 
budget games. Some of them are 
very poor indeed, but the overall 
quality of origina! budget releases 
has been improving dramatically 
over the past twelve months or so. 
It is the middle of February as | 
write this, and our reviewers are 
still playing -Top Gun and 
Starglider. Furthermore, Starglider 
has done well in the Readers 
Awards. W it comes to 
Smashes, the revigwi team 
thinks particularly care about || 


Iesliika | am merely going through 
the rotions of playing a game, Fm 
not res Boat ving it. 

2. CRAS h awards. Now 
lim not a person who attacks 
| something just for the sake ofit. | 
feel that H as a whole has 
become just like the big com- 
panies it condemns for releasing 
games just because they look 
good. The CRASH Smash label |s 
now being stuck on anything 
which looks pro and plays 
reasonably well. you were hon- 
est you would admit that your 

























































































reviewers hardiy play a game for | awarding ratings, and | feel that ATLAST! 

morethan iwofthros days Agame | hM a anne more read | | | | RA 

whic s good, plays well an or more annoy more nm E a e = | 
is free to your reviewers has the | ers than it would please. Your SPECTRUM SPARES 
danger of being made a CRASH | opinions as to the lastability of a AT REALISTIC PRICES 














Smash, but to a punter who pays | game must remain opinions, All prices include post/packing, handiing and VAT 




















£10 for a game the program must and it seems that they differ from || ULASCO £11.99 | SPECTRUM EIBOARD MEMBRANE 14.99 
contain another quality, lastability. | the opinions of our reviswing IRKROM  £11.99 | SPECTRUM KBOARDMAT £5.d49 | 
Games which | own which do not | team. ZA, 42.99 | SPECTRUM K/BOARD TEMPLATE Ed .99 
contain this are Top Gun, Druid | What do other readers have to erga O a RREO o REAR | ágio 
(utter drossj and Starglider 128, | say on the points raised in this let- SPECPSU 1049 | SMANUAL 12.99 










which has been heralded as a | tar? 
reat program but is, in reality, a 


normal game with things Do 






Remember all prices include P & P, handling and VAT 
Full spares list available / Trade enquiries welcome 
Access/Visa, 24-hour T.A. service 
SPECTRUM REPAIRS £14.99 + PARTS 


ELECTRONIC SERVICES 


CONCEPT NOT E E e sã da E 176 VICTORIA ROAD WEST, CLEVELEVS, BLACKPOOL F'Y5 3NE 
EXECUTION O a! | ds 


De HT l ovo 







am replyving to a letter from Nick 48k SPECTRUM 

Drewett in tha Christmas Special Fed up with ordinary fruit machine games? 

about age groups to tr NOW + 

tons A fruit machine simulation with the most up-to-date features, 
sound and graphics 


ho artyuork” y RO k E ETA Edo 11 Matos | | FRU IT 201 O 
Michael Whitlock, Earis Barton, RS APP IM E ns é For fruit machine experts to fun players 
Northants o aqi Já 4 The most advanced and realístic fruit machine simulation 

B ) E, FEATURES: Rea! reais - Gold Rush — Aoulette-style-gamble — ga ita | 
- Holds — easy keys — Nudges = HIGH-speed Spinning Reels — Save Down — 
Large Graphics = Mystery Box — USES ALL 48K — 12 different fruits — super 
| sound = Cash Run = MULTIPLE ÕDDS - multi-colour = MAX. NUDGES = | 

Number board 

PLUS LOTS MORE 


Please send £ 6.95 which includes P & P 


Cheques or PO. to— 
ROSSWARE (CR), 646 London Road, Westellfl, Essex 550 9HW 
FOR FAST DELIVERY 


Software from ROSSWARE 
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ARCADE ANGST 


Dear Lloyd 
feel that | must write to you about 
the topic of amusement arcades 
brought up by Tom Evans last 
Issue. 

| found his letter to be most 
insulting, and | feel that | must dis- 
agree with most of his views. First, 
he puts tha honesty of arcade 
qcers in question: “You may won- 
dei Br gro they get all their money 
from. [ll lgave it up to you to make 
your own conclusion to this... . 
As a fairly frequent arcade goer, | 
am infuriated to be told that | come 
by my money ll means. How 
can he say this? Sure there are 
some less savoury characters who 
may steal money to go down the 
arcade, but that percentage is so 
imponderable that it does not bear 
thinking about. He goes on to 
claim that if one is 'addicted' to 
arcade qames then one will 
automatically become addicted to 
truit machines. Honesthy, how can 
one man make up so much crap? 
| count playing arcade games 
among my other hobbies. | do not, 
however, find fruit machines com- 
ingl whatsoever. To play fruit 

nas you have to be a mug or 

| very rich indeed. 

| think he is stupid to say that 
magazines should do everything 
against the so-called 'scourge” of 
arcades. The whole concept of 
games playing was bom in the 
arcades. Without arcade games 
we might still be pla ing games 
like Mined Out and Schizoidos, (a 
terible thought, | trust vou'l 
agree). | also disagree with his 
view that most arcade games 
make no contribution to the 
advances of games technology. 


Ea É 7-0 Sa des coa 
| [id ea dad ad 2 | 
ER Re AA pad 

ET 


E Do EF 1 


ido sescengeoiiadralho 


Dear Lioya 

After reading Tom Evans' letter in 
CRASH last issue on the fact that 
arcades influence the young, | 
thought 'whata prat'!| mean, there 
are worse things on TV to “influ- 
ence the voung' and in other 
sources. He also imphes that s0 
called arcade junkies steal 
money or get it through other 
“griminal' means. How can he say 
this: has he done a survey or 





something"? 
He then blames arcade conver- 
sions or certain computer 


magazines for the addiction to 
arcade games. Does he always 
speak such crap? He's like that 
man who said computer games 
led to violence Me and my mates 
just laughed. | didn't post my 
gas through windows because 

played Paperboy or run through 
dt Niro a e with a gun because | 

Er ommando. 

mputer games are for enter- 

tainment not as a way to leam 
| “how to be a criminal”. 
S Counsell, Hedge End, South- 
| ampton 
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Admitediy Kung Fu Master was 
rather poor but Dragon's Lair? This 
was the pioneer in video disk 
games. ltwas to break new ground 
in game technology. 

He also goes onto say thai most 
arcade conversions are poor: that 
is possibly true, but most of them 
fare not too badly in the transition 
from multi-megabyte machines 
with dedicated graphic chips and 
suchlike to the humble Spectrum. 

How can Mr Evans say that 
revigws OÍ good arcade conver- 
sions spur 'gamblers' and 'ad- 
dicts'? |f the conversion is good 
then tha games player need not go 
to the arcade to play it. He need 
onhy sit down in front of his com- 
puter to seek enjo Pon apo And wiy 
does he call game players 
gamblers? A gambler | is someone 
who puts up a stake in a game of 
chance in hope of getting a greater 
retum. There is no gambling 
aspect in a computer game. Gam- 
ing shows skilland judgement and 
does not have the prominent fac- 
tor of luck. 

| think that Mr Evans" whole 
argument was blatanty pre- 

udiced, and | don't think that | will 
the only irate person to comp- 


| lain. Anyway, if he is against É reina 


playing why does he read € 
and others games mags? 

You know, | often wonder if you 
write these letters Lloyd, knowing 
that it will cause a flood of replies 
in the next few issues to come. | 
think Mr Evans name will join the 
list of other tedious little men like 
Jeremy Conners and 5 Valente. 

Yours angrily 
Tom Kane, Viewpark, Glasgow 


You weren't the only one to react 
 angrily, Tom... 


LM 





 BULLFIGHTING 
DEBATE 
CONTINUES 


Glyn Evans (a dwelier of the real 


word), Ridderminster 







UNFAIR 
TO ELITE! 







































PES == -—a! 441 


Dear LM 
| am pedi say that | have to 
agree with Mark Edwards (issue 
| No 37) about your review of Space 
Harrier. This game is very good 
considering the limitation of the 
Spectrum and the complexity of 
the arcade machine, and Keith 
Burkhil has produced an excel- 
lent interpretation of the original, 
Now, let's compare itto another 
game, say, Li . Vthink you 
have to admit that really under all 
those wondrous sen Light- 
force is really just another shoot 
em up. 50 how did manage to 
get a Smash and Space Harier 
not? 
Terry Jones, Eastem Green, 
Coventry 


There's obviously a fair amount of 
disagreement surounding our 
review of Space Harrier. Not 
everyone feels we under-rated the 
game, but the majority of the let- 
'“ters |! have received this month 
would indicate tha! our reviewers 
were rather harsh. They stand by 
their ratings, though... 

LM 


Ah well, gardening assistant or no gardening assistant, by the time 
| settle down to compiling the FORUM for the next issue of CRASH, 
the seeds Ihave planted in the propagator should be ready for prick- 
ing out. | think the galley proofs for the latest edition of my Long 
Word Dictionary will have to take second placé to the demands of 


horticulture for a while longer... 

The arrival of new life in the garden is a pleasine q thing — as 
arrival of new life in your letters. Keep your opinions flowing, mailing 
all missives to the usual address: LLOYD MANGRAM'S FORUM, 

| CRASH, PO BOX 10, LUDLOW, SHROPSHIRE, 578 1DB 


ER 


“ATLAST 
THE REAL McCOY 


FOOTBALL 
DIRECTOR 


ONLY AVAILABLE ON SPECTRUM 48K OR + 


Four lnagues : 20 teams each : 34 gama ssason : Home & Ama - FAisague Cups : EuropeaniVEFA Cup 
Winners Cup: Penalthos - Players : Moralo : Skill - Fasld PosiSon ; Sonred : Conceded : Played : Coach : Fouth 
Team : Substitulions Sending offis : Midwesk games : More than 1 week injurtes - From iransiors - Infermationais 

European Tours : 3 leveis ; Manager Rating : £1000,000 players : Printer opson : 8 Reserves : Promotion ; 

Relegation Mortgage : Save game Sponsors : Full results : Season tickets : Next game : Gale money : 
Tv cameras : Cromd violence - Manager approaches : Weeks prof : League Tities.; amd much mora 


2 PLAYER SUPER 
LEAGUE 


Many df the above features bit 2 leams cam pés in the same oe diflerent divisions: Includes local Dertys 
LoarvPres Transiler & Cash Setdementa : Managar 0! the Morih amd Top Scores League 


Qualfyirag groups : Warkd Cup : European Cup ; Home & May : Match reports Subtitutson - Morale : Talent: 
Constetency : Capa - Age Availabillty . Suspersõon Injurtes - Scored : Extra time : Penaltes : Save Game and Printer 
dotar: and mich moro 
RECORDS FILE 
Compatible with almost amy ioaque table : Enter your er of season data and it works out : Best teams : Teams 
averages : Recorta . Tile mins. How many seasons piayed amd other information (THIS IS NOT À GAME) 


PLAYING TIPS £1.00 


EACH GAME £700 ANY TWO £14.00 ANY THREE £20.00 ALL FOUR £ 25.00] 
| CHEQUE/'PO & LARGE SAE WITH 20p STAMP ATTACÇHED PER CASSETTE 


D & H GAMES 


19 MELNE ROAD, STEVENAGE, HERTS, SG2 8LL 








POOTRALL amam 


EA J Sofre ator 3 CLASSIC Foot Manage: 

ategy Games tor all soccer enihusiasts. 
Each ot these QUALITY fed uses lhe je 
vaia of 


and 
PACKED with FEATU ES to rd 
Bach game the most REALISTIO of its kind! 


| PREMIER HH: À [pola trad do AND ri Me LEAGUE GAME — Can you handie 
al o! this? — Pay AR ull Squad ma im Taams, Transter Market 


thai motion player in Aid JR you y other taam, Pre-Match 
a a Chogss Vou Om Dom 1 Toa Styda, Ali C(Hher Teams 




































Report, Full Te 
have their ode , Injures, esa a Substitutiors, Half Time'Full Time Scores AI | 
Matchas, Mamed 4 Neri Goal Soorers, Full Laague Tabie, Fodura List, Team Morais (all 


teams), Transtar Demands, Opposition Select Thaér * Team, | Time, Financial 
Pa peço aboninoso, Per Loro, 7 E Cola Mragio Cao, Cro 

Bam intra rs or Dramissal based on your pertorm- 
anca, Printer Option, Save Game and MORE! 


EUROPEAN Il : A SUPERE EUROPEAN STYLE COMPETITION — E 
| phere of European Cup Ties! — Home & Away Legs, Full Squad « FUM Penalty Shoot 
out (with SUDDEN DEATH) 2 Substiios - Pre-Maten Team News, Full Team And 
REA Sa to a o Pe TN fa 

inary any | Sults List, Full 
Random Draw — Al dc! Printer Onion am Names, Save Game 
Simulation with these GREAT FEA- 


mer, Scvrers, Comers, Frea Kicks, Goal Tim 
Eras Doris Disalomed js 


Goals, jura Timo, Penaities, Sending OH and MORE! 
oo READ ia PREMIER winning Side into EUROPEAN Il + 
these cam as cÔmpanion gâmes (SPECIAL 
WIN BACK AVAILABLE) nes 


lhe atmos- 


Ra Text | 


WORLD CHAMPIONS : À COMPLETE AND EXCITING WORLD CUP SIMULATION | 
- Takes you from the first warm up friendiies lim the qualilving stages and on to THE 
FINALS! - Select Team From Squad of 25 P Select Friendly Maiches, Full Home & 
ms Fixlures in read Ph Pre-laten et News, 2 Substitutes Allowed, Discapii- 
nary Taba, Select Tour ents, Full L Table, Players gain experiancecaps às 

? goes, Exira Time, Penal -Qut, Quarter em Group, Full Handom 
Draw, Change Team names, 7 Skill Levels, Printer Option, Save Game, Full Results 
List, Post Match Injury Flsport, NOBLO CHAMPIONS Includes a comprehensive text match 
sirmuintion — Gosl Times, Bookings, Injuries, Named Recordad Goal Scorérs, Injury Time, 
| Match Clock, Sending OM, Penalhas, Cormers, Free Kicks, and MORE! 


| All games avallabie for ANY 48K SPECTRUM 


| Games supplied on nes with full instructions & 
| 6.95 Each Inc. dm pr ço 

| Great value — Any 2 uct £2.00 
FANTASTIC V E - IS Cams Deduct E3.00 


gs gnt are available by MAIL ORDER ONLY 

st Class Service, All are available for 
IMMEDIATE DESPATCH by 1st Class Post 
and are secureiy packed. 


From: E & ) SOFTWARE, Room 3 ,37 go Road, ENFIELD, 
Middlesex ENS 7 














APPOINTMENTS 


SOFTWARE CONTRACT 
CO-ORDINATORS 


At least two talented individuals are sought to fill new positions 
within tha company, 


Initially responsible for co-ordination of contract programmers and 
laising with programming houses, activities will include: 

Contract negotiation 

Drawing up software speciications 

Product evaluation 

Liatsing with graphics and music artists 

Talent spotting 

Project scheduling 


Previous experience is not as important as strong creative instincts 
and willingness to adapt to and adapt the administrativa 
procedures currentiy in place, 


Successful applicants will probably be 22 years plus and have a 
games programming background, On offer is a firstelass salary and 
bonus package, and the opportunity to advance in a friendly 
environment, within an expanding company. 





“cp 


E dm da E RO a 


The company's Software Manager will be appointed in due course 
from the Contract Co-ordinators. 


For lurther information contact: 
Steve Wiltox 
Elita Systems Ltd. 
Anchor House, Anchor Road, Aldridge, Walsall, West Midlands 
- Telephone: (0922) 55852 





ENSURE YOUR REGULAR 
COPY OFCRASH ' 


When a magazine is rising in circulation as rapidly as 
Eid is doing it tends to sell out immediately and you b 
may experience difficulty in obtaining your copy every 5 

month. So the best thing to do is place a regular order with 

id local newsagent, which you can do by handing him 
is form. j 


Please place me a regular monthly order for 
CRASH Magazine. ja 


MAP SE Ss rara adia foco aaa 
Address .. 


EPE eeõõieõeõeoõõrmosrõAa 


SAAArRRALLADLARNAEMRAANIDOTCARRASAaaSa. 


CEPE na CER E 


To the prÊ: 


CRASH Magazine is published in the middie of every 
month by qgzine ie p Ltd, 1-2 King Street, Ludiow, 
Shropshire SY8 1AQ. Tel: 0584 5851, and distributed to the 
newstrade by COMAG (08954 44055). Please check with 
the ana if you have any difficulties in obtaining 
supply 


E — e mm = 
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by Rosetta McLeod 


LECTRONIC 
ENTERPRISE 


À new company, WESTEXELECTRONICS, have released a mostinventive 
product designed to teach basic electroniês to primary school! chil- 
dren. The interesting thing aboutwestexis that itwas setup by three 
tegenagers, Andrew Marsh, Barry Hindmarch and Andrew Haw- 
kins, as a result of the boys winning the Whitbread Business Chal- 
lenge. This competition aimed to find the best business idea in the 
country, and was only opento those under the age of nineteen. Hav- 
ing wonthe competition and obtained some financing from a bank, 
a company was created to market the product - an aid to teaching 
the fundamentals of electricity and electronies. 

The kitwhich they are now marketing consists of a printed circuit 


board, associated worksheeis and companion computer programs. 


Two teachers are also involved in the venture, and have Jent their 
expertise to the preparation of the excellent worksheeis. 


ELECTRONICS KIT 


Producer: Westex Electronics 
Retail Price: 216.95 for kit, 2.99 each program 
Age 4 ar q E. Fis] 1 

PROGRAM ONE answer 


LniS program covers Me iopica O | mens. 
conduetors and msulators, Bulb 


in seres and parallel, and simple 


alGo 
SÓMmeE 


dppedrs, 


encouragirma 


awitchino: should De used after 
experiments with tha circuit board 
have been cômpleted, The prõg- 
ram is introduced by.a character 
called Electroóman (as are the 
workshests) amd a nice vanety O) 
tunes make lhe program appeáarto 
the user 

The firatsechon tests the chid's 
enQuladige O! wnether à mataria 
sa conductor oran insulator, Ten 
materrmais are offered — copper, 
stpel, Carbôn, glass, wood, rubber, 
plastio, brass and 
atumimium. After the answer has 
been given the screen graphios of 
a circuit board demonstrate 
whether or noteach matefial con: 
ducts electricity. 

Before atermpting Secton Two, 
Switches, the pupils reminded to 
try workshoet. Number Five fest, 
Again, à Clear diagram appears on 
the screen, with a simple descrip- 
Horn al how a switch can break a 
circurtand thus tum the currenton 
and or. 

Emis then leads the-pupilon to 
lheparol the program whichtesis 
Enówiadgs of senes and parallel 

For each of the circuits 
shown on the sõreen, the-chid has 
to gecide lr the lamps quill De Gu, 
dim, OF normal, cor |Wf fney are 
arranged in seres or parallel. À 


imel explanation col the correct À 
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together 


Rat TI- 


Westex began trading in November 1985, and a few months ago 
were able to move into their own premises and take on their first 
employees. In the contacts | have had with the company, lhave been 
very impressed with the professionalism ofthe whole venture. Barry, | 
who is atpresentstudying forhis A levels, and the two Andrews who 
are both employed in a local electronics firm, give only a part-time 
commitmentto theircompany, butalready their future looks prom- 
ising. With the introduction of the new GCSE syllabus, five or six new 
products are in the pipeline, starting with a kit for teaching physics 
to pupils in the early stages oÍ secondary school, CRASH COURSE 
will keep you informed of these new developments. In the meantime, 
ifyou were thinking of buying your child a chemistryor physics set, 
think again, and send ofí to WESTEX for their electronics kit. The 
company is based in Peel House, Skelmersdale; WN3 9PT. 


Bode. shows how lhese compor 
nents affect the waya CUHCUA ORpEr: 
atas. By means of graphios arm 
of | simple explanatory text, the com 
puter descnbes the funcion ol 
| and, dides and this 
method 15 continued In the-nems 
partof the program = Making Efee- 
IrnrIagnEtS: 
The final section tests the-user 
SImple 


PROGRAM TWO 


imitar format to Frog- 


Again the chile is referred to 
the apprópiiate worksheet in the 
starter pack before attempting the 
Program 

he first section, Resistor and 
Dr the cirguit 
covered in the work 
Sl els, À cumbo) 15 shOwWn On Ne 
SOrSan tro Compre! mEanina 
has to be-chosen from a list df 
e) Ee | 

Working tirqugh the mio as a 
whole, the child willdevelopa vz 
etyof skills: reading and carina 
out instructions, interpreting amd 
wirng a simple circuit qlagram 
accurately recording information, 
correetiy deducing the outcome, 
designing his Or fer gun BXpeM- 
ment, and drawing a-stmple cincui 
WestEX have also produced an 
audio cassette for use wilh chh- 
drâm-experencina readima dificuil- 
tos. Inadditan, they ailalso-sup- 
ply replacement paris — lambs, 


WIPES, lRads Ang so om. 


UTIs 


blg Ta EM 
Adi v 


amo 


= | E pe 
JE) 


| 


COMMENTS 


Control keys: clearly explainedon 
the scregn 
| Keyboard play: good 

a E Graphics: eHactive and ralevan! 
O E Use df colour: limited 
General rating: the package has 
been carefully thought cul, andis 
based on sound educational pras 
toe with the computer programa 
making anefeciive contribution o 
the whole 





SEEKER 


Producer: Mirrorsoft 
Retail price: 9,95 
Age range: older 
children/adults 


you've ever been to the London 
Planatarium, you might have Deen 
tampted to find out more aboutihe 
| might sky. Star Secker arempis to 
“bring the: Planetarum imo your 
gwn vinga room! The package act- 
ually contains two programs, Star 
Seckerand Solar oystem. 

The first ofihese 15.à program 
which aves views alte nigint sky 
frorti any point on the-earth S sui- 
façe, at any time from T800 to 
s200hrs. dé holds information on 


BDo stars in 76 different constella- 


tons, inciudimo all the most prom- 
inentones, and may be used as an 
inerestina introduction to 
astronomy, enabling the novice to 
learn about the stars visible in the 
night sky. It may also De af use to 
the amateurasironomerasarefer- 


encçe quide and practical fool. 


To begin, the user is asked to 
input certar imormation; First 'of 
al, the location en: Eanh from 
which the night sky ds to be vie- 
wed' must be provided. This must 
be specified by the longitude and 
latitude in degrees, and for con- 
veniença, a table in the accom- 
panying booklet gives lhe exact 
position of selected cihes. Next, 
the program asks for the directian 
in ivhich vou want to view Lhe sky 


=» Morth Soulh, East, Westorover- 


head, though you can also posi- 
ton thecertre of your held “of 
viston towards any direction in the 
sky and alter the size ofthe feld oi 


view displayed. 


Únce. you have provided this | 


information, the program beginsio 
plot the requested star map and 
displays it on the sereen. A menu 
then allows a vanety of options, 
The computer Can list lhe names 


ofthedifigrent consteliatiors, with | 


the stars In“each' flashing bretly 
when the name Is gives. Mis also 
possible for a constellation mapto 
be drawr, defining the shape of 
that constelation and making qt 
gastar tór lhe user to learn to rec- 


ognise the individual star greup- | 


ings. You -can-also-obtain quite 
detailed information on amy of the 
plotied stars, and even obtain a 
printout ol the star map. 

The secondprogram, Solaróys- 
tem, provides information -on tha 
Sun, Moon, planets and Halley's 
comet. Tris program ocates plan- 
gts an the sky and'cam plot iheir 
orbits relative to lhe sun and gach 
úther, and can plot the course ol 


Haltay's comet (which has recently 
been in view for fhe first time simce 
18 18h.-One of the options allows 


“you to watch the motions Of the 
| ptanets and the comet as they 


orbit the sun, and a great amount 
of factual Information, 15 also 
obtainabts, Avery detailed booldel 
desónbes the operation ofthe pro- 
grams, as well as giving a wealth 
ot additional: astrononica! ihfor- 


mato, 


| COMMENTS 


Control keys: mostly single key 
commandas 

Keyboard play: responsive 
Graphics: clear and appropriate 
Lise 6f colour: limited 

General rating: all you ever 
wanted to know about lhe nighá 
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ADVANCE « SOFTWARE * PROMOTIONS «LIMITED 


“17 * STAPLE TYE * HARLOW « ESSEX «CMIBTLX e TEL*(0279) 412441 












No o mendes O E 


Beilevo it or not, H's almost & year since the last Fanzine 
feature appeared! A follow-up was inevitable — we just didn't 
expect to leave It this long. However, this procrastination has 
nothing to do with a lack of material = ever since last May, 
Fanzines have been arriving at CRASH Towers. We 
read them, and read them again, Astro pe Do under 
F in the congested CRASH ng cabinet ... butnothing hap- 
pered. Until now. 

The cleaning lady has been moaning that bits of paper are 
all over the floor, and seeing as the filing cabinet is 
about to burst, The Powers That Be decreed that the Fanzine 
File ba opened once more and its contents exhumed. Seven 
Fanzinas wera investigated last May. Have they stood the test 
of time? Or have they gone to that great newsagents in the 
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£ZX SPECTRUM 
































SPECTACULAR! 


Jonathan Davies dropped me a 
line to announce the appearance 
of his Fanzine SPECTACULAR. 
Jonathan and his co-producer Nat 
Pryce are still coming to terms 
with the price of fame, having won 
a Fanzine competition organised 
by TOUR SINCLAIR. The two lads 
write and produce SPECTACU- 
LAR, and as Jonathan mentions in 
his letter, it's not always easy to 
cover all aspects of the Spectrum 


| with such a small workforce. The 


t Eai Vi Feres 


INDEPENDENT SOFTWARE. REVIEW 
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magazina |s written on thé | 


Amstrad CPC 464, illustrated with 
screen dumps of games (provided 
by an Alphacom printer), and pub- 
ished using a ful size printer 
which some kind soul has loaned 
to Jonathan and Nat. SPEC- 
TACULAR comes out every two 


months and can be cbtained by |+ 


sending a cheque or postal order 
for 35p, alon na with an 18p stamp, 
to SPECTA 

ont Road, Bishopston, Bristol 
BS7 8DH. A subscription for six 
issues costs a mere three pounds. 
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MONITORING GAMES 


Huw Lippiatt is sole editor of 
SINCLAIR and COMMODORE 
| MONITOR. Up until now the Fan- 
| zine has been hand written, but in 
future à will be typed and photo- 
copied for a more professional 
feel. SCM runs to around 12 pages 
which are literally crammed with 
reviews,  photocopied screen | 
shots, letters, tips (written Dy a cer- 
“tan Robin Andy!?) and gente 
| banter between Huw and his com- 
patriot, Jad. The writers of | 
SINCLAIR and COMMODORE 

MONITOR have found a useful 
way to convince software houses 
that they are genuine: every game 
sent to them is auctioned. It 
has been reviewed and the pro- | 
ceeds are senttothe NSPCC.SCM 
is selling well, with stocks being 
exhausted within half a day of the f 
magazine going on sale. Readers 
| wanting to find out for themselves 
about should send 50p and 
an SAE to SINCLAIR and COM- 
MODORE MONITOR Head | 
Office, Glemhoim, Albion Ter- | 
race, Saltbum-by-the-Sea, | 
| Cleveland, T512 1LT. 






































MICROCHIPPERS 


Back in August 1986 two lads 
called Stephen Thomas and 
James Kinnear came knocking 
on our door here in CRASH 
Towers. They had come to do an 
interview with CRASH for their 
Fanzine MICROCHIP. | rang u 
otephen a while back to 
whether MICROCHIP had sur- 
vived the ravages of time since last 
| summer= | thought that sesing the 
total chaos in the CRASH office 
would put them off journalism for 
| Although Stephen wasn't 
ack from school when | rang, his 
Mum assured me that MICRO- 
CHIP was still going strong and 
they were about to bring out their 













| winas Norton in Birmingham is the 

ni of SPOTLIGHT PULIGATCAE. 
by the time you get to rea 

this, JOURNAL, their brand om 

ing magazine, will cá am e 

ts o non Buck is tha jour 
old er O! UM 

teen year-old copo los 






















a will De handied by his good 
a a URNAL not only features 
reviews of all the latest Spec dá 
| software, but is also to inCUa 
| such sections as a regular Play Y 
Mail column, fode a doa 
| And an the marriage ot computer 
and board É it getina jd 
prolfic, ANAL wil pre 
| include revigws of the latest sit- 













next issue any day now. MICRO- Gloucestershire, GL50 2RE. 


O HNDER THE SPOTLIGHT 
UNDER ue down dana ames such as Trivial 


GAMES (NhO YOU Mi 
pote im ha ERASH Christmas 


: urini are a son for Hewson, has a standard people who are still attending full- 
Special Play By san uegi tactic for dealing with the piles of | time education, and work on them 
division Of SPOTLHGH JOURNAL letters she receives from Fanzines. is usually slotted into the homa- 


iogu'd like to see what 
nda fo offer, then send an SAE to 


JOURNAL, 19 Hawkeslay pe! 


, magazines actually exist and are Keep sending your Fanzines to 

Kings Norton, a keen em + they'll persevere | us — and gach one is thoroughly 
gsQ. Atthe mome the price of with trying to obtain software. A read before being put safely away 
indecision about sea A tip is never to rey on justa tor future reference. Fanzines are 
JOURNAL as around to tter, most software companies taken very serioushy by those that 
Buck is still shopping ater. The won't respond unless you actually write them land people like us, 
d the cheapest send them a copy of your Fanzine who read them), so |f you don't 


out by the time you re 


| pages are then enlarged using a 
photocopier. Screen dumps of 
games are used to break up the 
text, which gives the magazine a 
more original and professional | 
look than photocoples of screen 
shots which have been borrowmed' 
from existing computer mags. 
Ewan mentioned to me thai a | 
forthcoming feature in REFLEX 
will be “Teach Yourself Machine 
Code', which he is in the process 
of writing at this very moment. This 
will be serialised in REFLEX over 
the coming months. As with many 
Fanzine producers, Ewan and Phil 
are still in full-time education, so 
they'll probably have to take a 
break in the summer to take their 
Highers (the Scottish equivalent of 
A Levels). REFLEX arrives through 
your letterbox after you send a 
cheque of postal order for and 
an SAE to SPECTRE ENTER- 
PRISES, REFLEX, 21 Berry 
Drive, Irvine, Ayrshire, KA 12 0LJ. 


REFLEX ACTION 


REFLEX started out in October 
1986 and is the only Fanzine (to 
my knowledge) to come from 
"Scotland. Ewan Dalton and Phil 
Graham share the responsibility 
of Editorship, but they get a bit of 
help from Art Director Graham 
| rd À and contributing writers 

Colin Failes and Fraser : 
REFLEX started out as asmallAS- | 
size publication, but as sales | 
improved its size increased to Ad, 
and it now runs to about eight | 
| pages. One ofthe main attractions 
of this Fanzine is ils compact 
nature — it doesn't look cluttered, 
and gives the impression that a lot 
of thought has gone into the pres- 
entation. Reviews are printed on 
separate pages, and sl çõe d 
there is no wasted space at all, The 
onginal artwork is produced using 
an Alphacom printer, and the 





















CHIP is a strange combination of 
professionally typeset pages, | 
which are then photocopied, with | 
photographs and hand drawn 

sketches. The overall effect is | 
quite fetching. Butthe most impre- | 
ssive feature is the standard of the | 
editorial content, the publication is | 
written in an interesting and infor- 
mativa style. MICROCHIP fills 
around 1 to 12 A4 pages and fea- | 
tures reviews, features, interviews, 

tips and competitions. One nice 
touch is that half of the profits from 
the Fanzine ara donated to the 
Save the Children Fund. MICRO- 
CHIP costs 25p, and Stephen and 
his co-writers can be contacted at | 
MICROCHIP MAGAZINE, 37 

Park Place Cheltenham, 
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When we last ran a feature on Fan- 


matarial than space. A lot of mags 
zines, it seemed that one of the 


had to be left out because | 
couldn't contact the editors (ex- 
directory telephone numbers and 
so om), 80 if yóu are on the phone, 
stapie a note of your address and 
phone number to your magazina 
when you send ft In. 

Considering that virtualy al 
these Fanzines are written by 


biggest problems faced by the 
home-based publishers was get- 
ting companies-to take them seri- 
oushy. This stiliseems to be a prob- 
lem, as Software companies are 
wary of people posing as Fanzine 
editors just so they can get free 






NAL should run to 
ut 30 AS Podes A d 


games. Julia Coombes, PR per- 


Julia generally ignores the first let- 


work schedule, the standard is 
ter, working on the basis that if the 


exceptionally high. 


to prove you exist, And if you send 
| & couple of consecutive issues, 
then you credibility rating (5 bound 
| to increase. 
| Right that's it. I'm sorry if your 
| Fanzine hasn't been given a men- 
tion, but once again Ive got more 


want to De left out next time we 
take a look at the Independent 
Publishing Sector, then send your 
publications to: 

FANZINES DEPT, 

PO BOX 10, LUDLOW, SHROP- 
SHIRE 5Y8 1DB. 


| a 4 quod idea, as | 
mag would be à good | 
guess he'll have got ndo 





Ooch, Ouch! My fingers are horribly sore after opening a monster | 
petition entries, working out who deserves 
| to win and typing their names into the Competition Computer. | e 


| you're all suitabiy grateful — | had to miss quite a few of my fav 
telly programs as | worked into the night, sorting out your entries. 


| | don't suppose you have any more sympa 
| Spiky-Haired Ones on ZZAP!, so | might just as well get straight on 


YOUTH CLUB 





mon, Ireland, 


a copy of 
poster... 









STRIKE 


B Morris from Rochdale OL11 
30L was first out of the comect 
entries bag in this difference-spot- 
tina competition, and he wins him- 
sell a radio-controlled aeroplane 
tor his troubles. Lucky fellow (or 
fellowess, perhaps). But that's not 
all - 25 runners up have won their 
choice Of à DURELL game... 


Kevin Wilatts, West Midiands, B43 
James h, EHI5 286; M 
; DE7 DEX; Mr M E W 
DX: Simon Lele, West Mid. 
dorsfiatd, HDS 40X; Sim + We 
tunda, 875 BAD; Paul Longt H 
shira, HP23 4ED; Jonathon Clinton, Warks, 
Cr Go mari GR 
kinson, TN46 2DU; R Davies, Cla 
| land, 159 7HF; Roger! dg io , SK? 
Alchard Wong, Liverpool, L15 815; Mitohedl 
Jagd, Denmark, Darren Calderwbod, Soot- 
land, PAIS SOD; Tan We! Hos, West 
Malaysia, 47300; Steen Madsew, 2590 
T p Denmark; Martin  Buma, 
PLi2 6PE; Brosditeld, 
Sais, B77 1DN; + Boi- 





Stephen Grant from Sussex BN7 
BLA will shortly be receiving 
Sony Walkman and a copy of Fire- 
lord. Why? Cos he provided the | 
most humorous entry, in my hum- 
| bile opinion, for the HEWSONS 
Christmas competition. Five sec- 
ond prizesofa copy of Firelord and 
a cassette rack go to: & Emblem, | 
Barmsley, 571 4RB; Mark Oldham, 
Manchester, M24 IWW, Christ- 
her J Wright, Merseyside, L63 
HJ; Judy Falkner, East Sussex, 
TN6& 1TN; Sean Cooney, Roscom- 


And 25 runners up each receive 
irelord plus a 


IGREMLIN 
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JIGSAW 


| A Philips Compact Disc Midi Hi-Fi 


System is winging its way to Mark 


Halward of Northants NVI05EY — | 
Mark's entry was first out of the | 


correct entries bag in the Chris- 


mas card comp. À second prize of 


a Sharp Ghetto Blaster goes to 


'PRIZES J% 


for me than the 


Tre suis Bopsim 
Cort err tag? 








the Criyis ros een 






(ouso, Siray direpy eres ) miniioo 
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Epi PALO a [per Hran 
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Fenny Gibson will be travelling | to a weekend in Paris. Well done, 
from her home town, Bristol, flying | Penny. Everyone else who entered 
from London to Charles DeGaulle | this comp collects a money off 
airport in Paris. Tou see, iNFOG- | voucher redeemable against 
RAMES aré treating her anda friend | INFOGRAMES games. 


Dis jo rata! 


- In the end LP 


t It. foua Coddom Fi ho comp 
se ig Iatradl Orgs soma his 


Pe quee tô cone Corgfericm + 





pf Ed. (oi) Toma | Ed ide 
A (con) 
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aa quagia no 
da topod GT abr 





















Miss Toni Wills of Leicester LE2 


3AA, and the third prize of 5 oREM- id ha Fes a, West Sussex, RH18 
RAPHICS games goes tO | 2AY; Sssn Staphenson, Northumberiand, 
Claudio Rivera Redrado from | NES STJ; Paul Kitchener, Notts, NG: 
igor E DBA; Grasme R PAI 3HO; 

Malaga Spain 29620. Finally, 25 | pyian Davias, North Wales, LLAS BAT; Jon 
runners up each receive the GREM- | Rose, Wast Sussez, POZ! MZ; Darren 
LiN GRAPHICS game their | den SEA SRD: Mask Nydus, Cheshire 
choice... SK 480: Mark Fimmer, PRE 
sRE; Marcus Corra, Somerset, TATO 9NR; 

Johan Johansson, 5- 16224 + SE- 

Crawiay, London, | DY5 


ê 
é 





Football historians put their think- 
ing caps on for this one, hoping to 
win the holiday of a lfetime. 
Nicholas Taylor of Cheshire SK14 
4DL collects the 21,500 to spend 
ona sporting holiday of a lifetime — 
courtesy of cos. Congratulations, 


Nick. The following 25 runners up |. 
each receive a copy of Bram |. 


Clough's Football Fortunes . .. 


Glenn McDowaill, London, SW18 308; Mr O 
Harris, Dorset, BHIT 70O; Mark Devina, 


| Bhefhiold, 512 20G; Graham Houidorshaw, 


HOT AND 
COLD HOLS 


Mark Watkins of Buckingham- 
shire HP7 9BB has won a £6D0 
holiday = t's up to him to decide 
whether to go somewhere hot and 
sunny or cold and shivery. Ten run- 
| ners up each receive an INCENTIVE 





DOR: Ajmal Hank, game of their choice... 

Trevor Gorman, Wilts, A : 

Scartett, Hants, RG26 6HL; David | Andre Taylor, Lone, BR? GRE, Mira 4 

« GUE GNJ; Mr F Edge, | Wabb, Surrey, GU; : PD Hannigan, 

TF1 154; Jason Nichols, No Durham, DL1 1DN; Andrew Ellsrton, Was 
SAD; David Thomas, Miidiasax Midlands, DYB 2DA, Ross Staton, North 
David Hier, Comes, fale of Wight; TR TUAS AAA aa NOM Da 
Hi, Birmingham, B24 80F; Colin 5 TDL; E Guonas, Unlimadas, APG UNE 
pç ir À nn p Mad TU; lan Buchan, London, 
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STOP DOC 
MARTIN 
PRATTING 
ABOUT 

Michael Savage-Jones from 
London, wa HG wins an 
APIOLASOFT G dlybag —t here were 
SOME very Graeme Kidd 
inghteners amongst the entries: | 
pie soon, and 
let you know how they work! T 
Shiris produced by ARIOLASOFT arê 
om their way to 25 runners-up . 


start to build à Cou 


ERR 


18 


TRENDIFY A 
MINION 


Linda Kingsford from North- 
ampton NN3 3HL supplied the 
most imaginative entry = all [ve 
got to 00 now 15 pé jade Ol tú 
paintitonashirt fórrme, and lhe 
the Tra dias Minion in Town 
Linda wins an opus Disk Enve and 
a Printer — court Of KONIX. 
Twenty runne A rec 


Stick by way 


dohn Lee, 126 54 Hagersten, Sweden: Jei- 

froy Fuge. Bristol, BS5 ESN; Jasper Smith, 
inroray, 1492 7NS; Mevin Smith, Lince, PEZ 
984%; Surman doohi, Birmingharm, BZs DEA; 
Marcus defts, Sultolk, IP1E BOZ: Sanyay 
Patel, Wolverhampton, WV3 OHP: Paul 
Tuley, Kent, DATE IDE; lan West, Bolton, 
Lances: Paul Morris, Horis, WD? 3PF; G Pil. 
lenger, West Torks, WFIO 2ZÃA; Justin 


ON YER BIKES! 


Rosalind Whitworth from Coven- 
try CV6 5ES, and Mark York of 
Glos GL2 0AP both win a BMX 
bike, thanks to ELITE. Thirty runners 
Burns, Walsall, 53 2PU. D Harrison, Nr up collect a copy of Space Har- 
Bishops Stortiod, CM22 THX: Johan - 

Johansson, S-16224 Vallingby, Smeden; dada 
fedrian Lames, Moriotk, NEY NH: Jonathon 
Berch, Gwont, NEM SPD, áshioy Mason, 


Forkshire, LS15 BPRS, David Schweitzer, 
London, SE3 0OA:; David Owens, South 





Mark Cobb, Scotland, DOS FTPD; Kevin O 
Keefia, Co Kerry, Elre; Peter Moore, West 

t Midlands, WWY11 3DJ; Paul Wigon, Scot- 
iria gd 987; Robert Hunters, Lines, land, EMS ML: Oliver Bye, Hants, Guia 


Es Hallam, Leicester, LES GAL; Stephen A 
> | Blower, Shetio ld, 58 

MINIONS PAINTY REVENGE 

David Edge 3TD will both be joining some of 


from Shropshire TE7 5RX, and Mr | the PIRANHa and Newsfield staff for 
PA Pethers from Snowsfield SE1 | aday outat the Combat Zone... 


sometime around the Easter holi- 


days. Thirty runhers up each 





KAT KOMP 


Flipbots are on their wav to the fol- 


lowing ten peopla ... they came 






receive à CODPy Of PIRRANHA 5 Rogue | 
Trooper... 


tan Gralnger, Harts, POZ OPS; Dylan Wyn 


the Katmen that give poor old MT- 
Ed such a tough time in Kat Trap, 
the GENESIS game. 





up with some really neat names for 








Minsre. é ey desespieni) 





ford, Shropsniro: gor Jessanges, Hana 
Roger Manto, 
POS 154; Carlos Marreiros, London, S5iW4 
BALI: e Seotland, KY11 1EE; 
Adavitahr Edinburgh, EM GAS; Mal- 
colm Perrymean, Surrey, CR3 5JE; Stephen 
P Clarko, Kirkby, L32 ML; Nicholas 
ps ibn Kart, CT2 SHAR; Mark Sib- 
som, West Yorka, WFS OPF; Miles Tishe, 
Wilts, SPS 9PN; : Rodney Tregale, Barks, SL? 
1LB; “Devid Johnson, Shottimid, SB ser: 
Leigh Prosho, Essex, RM1B BNP: Mr Robert 
Garbriel, Devon, EXT5 SEN; Simon 
London, WiH 1AL; N Gunatillske, Mitchatm 
Junetion, Surrey; Sean Burke, Birmingham, 
Ba? 3RZ:; Gareth Jamiason, Dumirias and 
| GT 1JG; Sean Coondy, Ros- 
common, Irsiand; Shaun Brace, Tyna and 
Wear, SAZ0 ONT; Shoulin, Carlista, 
CAS ETW; Graham Laach, Cumbria, CAZ 


TLZ; David Wheller, Warks, CVB 1ÃQ: Craig 


Tevendaie, Shropshire, Er4 3.8; Michasl 
Pini, Ensox, 5513 2AH; Michas! Austin, 
Stafis, W57 SGT; Hugo Alion, Avon, BAZ 


LD: Spencer Wakelam, Wirral, L61 4XF. 


A winner recerves the MIRANDA 
SoM camera, and that person is 
Anthony Cox, a Lancashire lad 
2 Post Gac 15 BB NS! He 

to spotting the puck, 

Pra-Up marked their X 
centre of the 


but a0 ru 


lose enough to th 
puck to justify receiving a free 
copy of the ARGUS game, Meno. 


Graham. Chtord, Hante, GUIA MF: C A 
Sharp, Sheffield, 525 GE; Ross Higgins, 
Cormmall, LYPL TITE; Derek Findday, Cum- 
bria, CAS 20H; Stephen Cornmel, Nes 
Yoreshire, INFAZPT; Aik Payne, Worcs. ESB 
ELT: lan Wellamway, Somerset, BAZO PLF; 


Stephen firant, Sussex, BMT EUR: Kaoith 
fMegfin, Kent, &A4d71 BEM: Darren Porter, 
Norhanto, NNTS GB; Mark Philips, Lon- 
don, ENTO 9HS; David Hutchinson, Clavis 
tamd. T&iã 4DZ: Shaun Hill, Kent, ME1I3 
TSH: Roger MKelly, Lotes, LEIZ STY: 
domathorn Lewis, Shropahiro, Srs BAN; 
Martin Thorsson, DI 75 Jarpag, Sweden, 
Andres Winter, Northampton, NNS SBB: dr 
M Furtado, London, Nº 2HN; Sean Coonay, 
Hoscommon, Eire; Danny Amato, Grega- 
tord; Middlesos; Paul Thomas, Liverpõol, 
Lã 440; Daniel Wallington, Marvick, EVIS 
Hx; Stephen Ward, Co Clare, Elre; Mark 
Wesimoretand, Notis, NG172 3DE: Graham 
Leéch, Cumbria, CãZ TLZ: Scoti Mario 
Ribanks, Scotland, FRA 4JH; Alan Waiton, 
Lanes, BR? ING; Mr James Brown, West 
Yorkshire, MWF5 00Db: Benson Low, 
Mitdissex, HãO JB: tan Treasure, 
Cormwail, TRIZ HT: DFox, NH. Gonhe, DNT4 
80S; Stephen Click, Cleveland, TST AB 


DE su src qu WHLT OSMLY MAPRENS Wii 


Robathan, Birmingham, B8 1DR, Gerald 
Tuohy, Co Tipparary, Ireland; Atex 
Campbeil, London, NWS 1RE; Don Ramsay, 


West Yorkshire, BD2 4NN; Darren Dunne, 


Eland, HXS BEF; Marc Lawrenca, Herts, 
WD2 4DX: Jason Aark, Essex, CM13 2TN; 
Chris | Dorset, BH23 ENF; Robert 
Bond, Londom SE MO; Mry-G Misidistor, 


Sã BEN; David Parker, Lances, | 


OL 12 5DL; Stephen Deary, Tyro and Wear, 
A ibid Steven R Whiting, London, SE 18 

: John MacKearuia, Mothenwall, MLi 
ENE: David Mumiord, Derby, SAS 480; Los 
Prutton, Beds, 5615 658; Jon Cripps, 
Herts, WD3 580: Chris Thomas, Somerset, 
TAS 2JR; Peter Bametl, Cheshira CW2 
oie bd Eds 

j 

ER BBD, 





David Windall, Kent, TN15S 00H; Jason 
Edwards, Essex, COS SLL; Phillip Kennedy, 
Mr Wigan, WN5 BTX, Andrew Longwil, 


Scotland, PAZ AJ; Richard Stone, Hants, 


| RG2Z6 JF; Steven Polock, Witshire, SNS 


SAY: Shaun Fairbrother, Burton-On- sã 
DE11 MB: Potor Maden, Cheshira, CINZ 
JE: Brian Poole, Bolton, BLS STA; Justin 
Lic, Cormwall, TRIS 3XF 


MINION SPOT THE BALL 


HKoenton Cod, Bucks, SL9 POD, ár Carl 
Tandy, Rent, MEZ0 618; Mark Sinclair, Nor- 
mich, HRS MO: Chris Lalerty, Stalhelyde, 
ML2 TDZ: À Huimes, Eheghiro, WAIS TSZ; 
Kevin Fisher, Birmingham, B13 05W: lain 
Mol ond, Mid Ghamorgan, CFSS TAZ; Mr 
M Emeo, Wirral, Lda 15P; David Edge, 
Shropshére, TFT SAX; Jorgen Jacobsen, DK 
2800 Glosirup, Denmark, Dante! Gregor- 
cus, Middlomea, BS BRE; Mr Robert Gab- 
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Every Monday night | rush home 
from work, gobble my tea and 
quickiy help Mummy Minion 
wash-up. Then | sink into the arm 
chair in front of the telhy and watch 
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| cope with running up and down 


y 
mB 
cer E 
E 
LT) 


= | 
e NPpid 
“a nã 
Er E 
3 at TE 
"ud ] 
E ] a | 
E O A alo , 
E mm FO Da 1 
É =! la | | 
Ra | i E 
- E T 5 a 
3 
: e 
E h agr 
E E 
= - 
Lo 1 ae 
js 
Ea sejo 
" o. 1 
mm a 
4 pi 
| ] 
A de Seg 
bei aii 1 
o E 
j A ç 
N | j 
4 E ú £ 
= a: a 
L = E, F 
É | 3 | o a = 
à , mt a = 
= ' E 
Lo Ei = 
rEmpa E: HA, ! 7] 
- ] | aa E 
Cao Eu 
Ta q 
um E 
» 
a pre 5] 
- rt es 
o : "= é 
LH =] 1 i 
[| É et] ú -E 
, nat io: r 
ae! Ê | ala q | 4 
mL d jr | , 
di ] F | 
"a o ; e mr 
» 
a ico Lad 
a o ba 


The Growing Pains of Adrian Mole, 
a peanut butter sarrie in one hand 
andastrong cupoftea inthe other. 
ts great. | can really identify 
with poor Adrian. Heaven knows, 
my formative years are just as hec- 
ticashis, but Ireckon that I'm even 
worse off. At least Adrian only has 
to put up with scatty parents and 
the odd problem with his obnoxi- 
e Criou Aliionói | get all 
that, plus e hassies of worki 
for ERAS ia 
I'd like to ses how Adrian would 


stairs carrying all the post which 
has to be delivered —at least seven 
times a day. Would he keep his 


"down Gravel Hill in 
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| temper when the Spikay-Haired 


ones from ZZAP! demanded vet 


| another cup oftea? (There's never 


a clean mug left for me.) How 
would Adrian fike trudaing up and 

] all weathers, 
ferrying take-away curnes to the 
food-freaks that work on UM? | bet 
the young Mole would go into the 
throes of depression when the Gir- 
lie Tipster practises her new make- 


around the office for everyone to 
see (and laugh at), like she does tó 


me. In fact | was wondering. if 


Adrian would cope at all and that 
ni a idea for a compet- 
OM. 





| 
ra. RS 


Those well known adventure 
people, LEVEL 9 have written a 
| game based on the trials and tribu- | 
| lations of Adrian's Life, and d's 

called The Gro Pains | 
Adrian Mole. The game follows 
events in Adrian's diary and the 
Player tries to unravel his pubes- 
cent problems. As | was sitting in 
the broom cupboard having a 
quick break my mind started to | 
drift. Just imagine if Adrian Mole 









| gota job at CRASH Towersas the | 


new Comps Minlon... 
A quick chat to those nice 
peca viRGIN who are publish- 
the game, The Growing Pains 
Adrian Mole, and | had some 
prizes for you to win. Compile a 
short diary Gust a couple of daysor 
maybe a week) describing. 
Adrian's dilemmas as he has to run 
| around after everyone here at the 
"Towers (just like | do). 
The best diary wins its author a 
“Sony Walkman, like the one Adrian 
longs after in the TV series. The 
three next-best entrants get a 
ESA of the book, The Growing 
Pains of Adrian Mole autographed 
by Sue Townsend the authoress 
(coo). And then 25 runners-up 
stand to win a copy of the Spec- 
was very pleased with myself 
| for thinking up such a good com- 
tition and told Graeme Kidd. 
Unfortunately Graeme thought it 
was a g00d idea too. So good that | 
he said it wouldn't be a bad idea at 
all if Adrian Mole did get a job here 
because he'd probably do a better 


| job than me. Sulk. 
up on him and then parades him | is 


Whisk your dianies intó me at 
CRASH, making sure that they 
arrive no later than 26th March. 
Mark them: ADRIAN MOLE = NEW 

| COMES MINION, CRASH 
TOWERS, PO BOX 10, LUDLOW, 
SHROPSHIRE, 578 1DB. 
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THE STORY SO FAR fetched: creation's only per- 
fect (notto mention artistically unciad) human beime, 
Tamara Knight, is seeking a star upon which to wis 
me, a soft-hearted miniature neutron bomb named 
LOUSE, imto a sofi-hearted full sized human being 
of the male persuasion — preferably with some lei 
sure-ware thrown in. Fortunately, we have just 
escaped from a hellish place called Heaven in the 
company of a half-Cherokce former-guitarist from 
the Ike and Tina Tumer Band and two short planks 
named Pinnochio. Unfortunately, we have landed 
on the planet Alnilam im O'Ryan's belt, where secta- 
nan confhgt 15 about to crupt between some disgust- 
mely bloated oranges called Bygotts, and the local 
leprechauns. The worst thing of all is that 1 am now 
forced to use the oldest science fiction cliche in the 
history of pulp. Dtis my duty to inform you that the 
leprechauns are hitte green men, How utterly 
humiliating! 


“Bejabers!” says our leprechaun, flinging his crock 
of gold at the nearest Bygott, “Pleased to mect you, 
Mr Ruca ” says Tamara, a very polite, but very 
uNmo dy voung lady. “Ron for je lote! If de 
Bygotts foind out pera Romulan Catlick, they'll skin 
ver alove! And me name's Widdy Coolyew, boi de 
way, pleased ter meccher.” Now | happen to know 
that pacifism is second nature to Bygotts, The trouble 
3 that their first nature is homicidal mania. We make 
a run for it, but the Bygotts are everywhere, leering 
and jeering, panting and ranting “Eatupyer greens! 

Tamara emits a perfect yelp, and asks what we should 
do, to which the chaun vells, “Don't ask me 
| dartin”, ask de bloody Tinkers.” A swarm of leprec- 
hauns attacks the huge bulk of the nearest giant 
orange, renting it asunder — but the sunder would 
rather he purchased outright, (WARNING: the fol- 
qua bit may be offensive to some végetarians). 
Shreds of pith are ripped from the living flesh of the 
orange warriors. The little green men are sprayed 
with juice and bombarded with pips. Several are so 
badly injured that they will remain vegetables for the 
restof their lives, Many Bygotts are liquidised before 
our very eyes, crying “King Bully fer ever”. Mashed 

Ip and splattered chlorophyil ooze underfoot. The 
presta calling himself Widdy Coolyew is cruelly 
tossed in oil and vinegar, but he manages to shout to 
Tamara, “Bring me a handíul of dat Bygott pilh, 
quick! IÊde rest ofem can see dere leader's dead, dey 
ao o boggeroff,” 

This is hopeless. 1 frantically search my data banks 
for some useful information to get us out of here, but 
| the only suitable reference [ have for a por is 

“all knowledge is to be gleaned from the Tinkers,” 
The poor little leprechauns are staughtered. The rich 
hittte leprechauns buy their way out of trouble. The 

gotts gather round us, menacing and semi-peeled. 
His qe disgusting. Their focus of attention seems 
to be Tamara, who is still clutching the fibrous tissues 
of King Bully of Orange, the Chief Bypott, to her 
bosom. She 15 unceremoniously dragged from the 
battlefield, battered to her knees (they prefer meat im 
bater) and forced head down over the stump of à 
dead tree. From the midst of the vengeful mob a 
SInewy blood orange, stnipped to the navel, slowly 
makes its way toward us. lt carries à great sword, 
glinting and spattered with glutinous green essence 
| ofleprechaun. 


““H she dies, 1 die, and so does every other 
living entity hereabouts. At least 1 can do 
something constructive for a change.” 


The executioner's sword is raised above my poor 
| Tamara's beautiful neck, There is absolutely nothing 
| Tcandotosave her. Ina blinding Bash of realisation, 
| bred'in the mild and released into captivity, E know 
| that | cannot live without her, and more to the point 
| this story will be somewhat redundant without its 
| heroine. So that's 1 then: only four poxy episodes 
| before Tamara Knight, intergalactic sales-being for 
the Macdonalds Tel r Corporation, and the 
only perfect human being in existence since the 
mythological robot-goddess Annbrownsmirrah, is 
about to die, There is only one ludicrously melod- 
ramatic thing left for me to do, [will fulfilmy destiny. 
At the moment when this terrible sword decapitates 
Tamara, and severs her guililess head from her 
blameless body, | will detonate myself, and reduce 
this entire saga to radioactive dust, If she dies, | die, 
and so does every other living entity hereabouts. At 
least | can do something constructive for a change. 
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“Goodbye Louse” says Tamara, in a small, calm, 
perea voice. What's good aboutit!? Death can often 
fatal! | hurmediy re-combine my molecules and 
cease to be a dirty dog tooth in her perfect mouth. It 
pe wouldn't be right for her to die with such a 
Nermish in her chops. Instead, with her perfect saliva 
still clinging to my unworthy carapace, | transform 
myself into a little tea-brown birth mark, or should | 
say irome death-mark, the back of her neck, just 
where these miniature black hairs of her nape meets 
the Ruffy down of her spine, just where the sword is 
aimed for, just as the last terrible- command is given 


“and a voice screams the order, “CUT! Goodbye 


Tamara, 1 loved you as much as it is possible for a 
neutron bomb to love the spirit and flesh of a small 
but perfectly formed innocent, whose age and TO 
dg register as sixtéen, goodbye, goodbye, govd- 
ME | 


“Who IS that girl with the chopper over 
her head, as the actwess said to the bar 
steward. She's not in the scwipt . .. * 


E prime my detonator, squeeze my trigger, kiss her 
neck and hear the pri y voice sereeching à string of 
hysterical orders, “Cut! Cut! Cut! Who IS that girl 
with the chopper over her head, as the actwess said 
to the bar steward, She's not in the semipt, is she? 
We'll have to shoot this WHOLE scene again! Some- 
body pour me a dwink of milkywilksin a dirty glass, 
and put some clothes on that stupid gin's 
extwemities. You there! yes TOU, the litile wooden 
puppet and the half-cherokee guitarist fwom the Tke 
and Tina Tumer Band, scwape up those corpses 
pwonto, and get the pwops department to bwing me 
a fwesh batch of those fat orange thin site doca 
hauns to kill, Oh cwipes! What a WOTTE | day; 
Irwee million cwocks of gold over-budget, some gir- 
lie wandewing onto the set, a Ele of wotting native 
Heshypoos, and worst of all 
fingermail!' 

15 this swegaty Idiot, dressed up in a safari suit 
with a silk cravat wilting beneath his chubby pink 
jowis? Well, whoever he is, Tamara has been saved! 

y beautiful hostess will live to fight another day! (or 
in our case, another five rtp The 
impedimented idiot seems to be beckoning for Tam- 
ara tó jr him where he sits on a folding canvas chair 
with “Sir Dickie Asteroid, Designer-Conflict Direc- 
tor: stitched om the back sequins. | scan my memory 
banks to remove the negative from this nonsense: 

Designer Conflict: in certain sectors of the Galaxy, 
especially Taurus Excrementus and O'Ryan's Belt, 
randomised warfare is considered much too danger- 
ous to be left in the hands of politicians, industrialists, 
lhé military and the church. In these regions, all con- 
ficts are handled by advertising and marketing agen- 
cies.. Warring [actions are endorsed by competing 
sportiwear companies, package holiday operators, 
breakfast-food producers, samitary-ware manufac- 
turers, arms dealers and washing powder corpora- 
tons, and all proceedings are holovised. The winner 
of any Designer Confhet is declared as a result of 
public opinion polls, regrstered by the operation of 
the remote-control handset of domestic holoviston 
sets. (NB: certain Designer Confhcts are sponsored 
by popular game shows, wherein the lucky contes- 
tants are able to commit genocide if they can answer 
a few simple questions = and all on live breakfast 
holovision). 

So that'sit ... the old Vietnam scam! And Lam 
not in the shightest bit surprised to discover that Sir 
Dickie Asteroid is under contract to none other than 
Macdonalds” biggest rivals in the whole wide um- 
verse, lhe dreaded Cocacolansation Corps! They'll 
grind my Tamara up for lavatory paper If they dis- 
cover tal she is working for the dirty Macs! But 
before can warn her, the loathsome Dickie peers at 
Tamara's bundie of Bygott skins and demands, 
“Whats this load of wubbish, you wuddy 
wenegade? Tamara smiles as sweetly as anyone can 
smile who has just escaped decapitation, bats her 
evelids, hcks the perfect sweat from her perfect vp 
Pp and answers, “ [was just taking the pith to Widdy 

OEM. 


Part Four. 


seems puzzled, “What a . 


“ve just broken my. 


“Stunt man, you see this wicked wude 
wench?” “Yes, Sir?" “Well wuddywell 
STUNT HER!” 


“WHAAA?!” sereams the offended bladder, 
“How DARE you widicule me! How DARE you 
mock my little affiction! You wotter!” Tamara 
o "You're doing id 
agam you htile WOTTER!” “What a what?” “You 
wotten wuddy wotten wotter!!” Sir Dickie has turned 
a very fetching shade of purple and puce, and it 
fetiches his entire film crew Rs onto the battleheld, 
“Where's my stunt man?!" he bawls. “Here, Sir” 
snaris the stunt man who resembles a cross between 
a fork hit truck and another fork hift truck, “Stunt 
man. vou see Uns wicked wude wench?" “Yes sir!” 
“Well wuddywell STUNT HER!" 

The moron picks up the execution-sword, swings it 
at Tamara's terrified body, misses and neatly ampu- 
tates Sir Dickie Asteroid's left buttock. Your heroine 
and her companions tiptor away, leaving the 
Designer Conflict Director complaming about the 
stains on his freshly laundered trousers, 1 nuzzle into 
the nape of her neck, ni bo ão and advise her to 
search for the mysterious Tinkers that httle Widdy 
Coolyew was blathering on about, and whom my data 
banks endow with so much power. Ifa Tinker really 
exists, he might be able to tell us how to wish upon a 
star. Then we cold stop having these mdiculous 
adventures, Tamara could visit the toilet and have a 
bite to cat, and 1 could be transformed into 4 soft- 
hearted full sized human being of the male persua- 
son, preferably with some leisure-ware thrown in. 

ltis Pinsochio, riding on the shoulders of Jimminy 
Cricket aka Jimi Hendrix who moves the plot along 
not a little. He rubs his forehead in amazement, hur- 
nedly extinguishes the small boy scout fire that spon- 
taneously ignites there, and points to a battered 
wooden signpost leaning hke a crossroad drunk, 
upon which is carved TO THE TINKERS “Gosh!” 
says Tamara, “Whatcan itmean?” Weall ignore her 
perfect stupidity, and make our way along an over- 
Erowm, twisting para following the sign. We 
carefully avoid the minefields, quicksand, tnip wires, 
budget software, the snake píts, piranha lakes, bon- 



























































nie langford videos, the rat traps, tiger traps, von 
trapps, and fall headiong into the first man/woman/ 
wooden-puppet trap in our path. BP) 

We are falling, kicking and sereaming into the 
sinking void, (Well what did you expect? A rest- 
room to materialise, complete with waltress service 
and extensive whine hist?) As we land, a rest-room 
materialises, complete with a leprechaun waitress 
proffering an extensive whine list. My sweet Tamara 
É overjoved, but not in the shghtest trt sm 
and as we have not caten for the last three pianeis, 
she asks what food is to be had, “Sure dere's no 
bleedin' meat, but we got plenty of oranges.” Tam- 


ara leis Pinnochio order for her, and excuses herself 
for a visit to the toilet, | suppose [too will have to get 
used to these little human weaknesses after we dis- 
cover a star upon which to wish me. sl 
When we return from my Hostess” abluttons, Jimi 
Hendrix and Pinnochio have disappeared. Maybe 
puppets have to go and have a sawdust or something. 
e got some meat now, miss,” says the mimature 
waitress, “noice and fresh if yer don't moind de bits 
of wood in it.” For some reason that | cannot quite 
explain, a shadow of doubt fits across my printed 


circuit boards, but no matter. Let's see the whine list, 


“Can | have some whine, please,” Tamara requests. 
“Sure and whoi not. Yer allowed one whine. Just 
moanitat der Tinker.” Tamara spins around looking 
for this mythical fount of all knowledge, but fais to 
spotanyone except the waitress, and a pile ofclothing 
remarkably similar to those worn by Jimi Hendrix 
and Pinnochio. 

Lscan the room with my sensors, but there are no 
other life forms here. “Um, excuse me,” says Tam- 
ara, “exactly where is this Tinker, and can you tell 
me where my friends have gone, please?” “Sure yer 
companions are turmin in dere E, and de Tinker 
son de table in front of yer. Now if yewl scuse me 


dd 


oi'm bein written out of de plot, cos oi was no 
included as a sinister female for a bit of sexual equal- 
Tty amd omith these obscure words, Lhe ee 
haun waitress disappears with 4 shght odour of chip 
fat. “Where's the Tinker, Lousce? 1 can'tsce anyihing 
on this table except the whine list.” And the whine 


list says, “Den by a process of logical deducton, | | 


must be de Tinker!" 

Weill, here's 4 tum up for the book. The greatest 
mtellect in the entire star system of O'Ryan's Betis 
a talking sheet of badly printed E half blotted 
out by snail trails from the planet Tippex. “ Oido not 
talk sheet” says the whine list, mis-reading my mind. 
Tamara wrinkles her nose, and gathers her thoughts. 


Not an easy task for her to acmeve simultaneonsly. 


“Um, hello? Hello? can you tell me why...” 
“STOP!” Linstruct Tamara, before she destroys our 
only chance of finding lhe wishing star. “You are 
only allowed one request, which the Tinker must 
grant. PLEASE don't waste it Tamara, Think very 
carefully before vou speak.” She smiles at the whine 
list, runs a perfect finger over it and says, “But why 
do they call you the Tinker!” 


“Pi always be a neutron bomb, never a 
man, What a life!" 


Ho hum. So that's it then, our onky chance of 
salvation gone, and Vve just realised what those 
pega stains on the tablecloth really are. Poor Jimi. 
Ah well, 
what the Tinker has to say and just sit around waiting 
for the usual crummy crisis. Who cares, [ll always be 


a neutron bomb, never be a man. What a life! “Dey | 


call me de Tinker.” says the Tinker, “because | tink. 
Therefore am.” You know, sometimes | [ee] like 
detonating just for the hell of 1. Tamara is sill trying 
to work out the quotation from the Irish philosópher 
Des Carthy, when the Tinker pipes up, “Well harry 
up den, yer allowed one question each, so let's 
heann' from de sentient birth mark on de back of ver 
neck!" E cannot beheve my inputs! It means me! We 
are saved! Oh bles! Oh joy! Oh get on with the narra- 


tive, 1 tune one of my outputs to the Tinker's fre- | 


quency, and ask the vital question, clearly se pe 
cisely, “Show us how to get to wish upon a star wi 
all our dreams come true,” 

The tinker tinks, er, thinks, draws itself up to its 
full height of 297mm and delivers the answer, the 
solution to my future happiness with Tamara Knight. 
“Sure yer eejt, it's not a star ver after, Where vou 


want to be às de planet Astar. Dat's where all yer 


dreams come true. Youse take the M42 out of 
Alnilam, keep going, past Castor and Pollux, 
then... ahto hellwidit, Oriltake ver there meself, 
Oi bought dis great teleporter booth from a Mac- 
donalds sales rep last Toesday, and Oi've bin dyin ter 
tro it out”. Ê 


Little does the Tinker know that dyin is exactly | 
ads Teleporter | 


whal happens every time à Macdon 
sends à copy dfits ad off, and drops the orig- 
inals through the floor to be made into hamburgers. 
But who cares about that. Unbelievable happiness 
and fulfilment is about to be mine, when | am wished 
into human form as Tamara's consort, She giggles 
with undiluted pleasure bracing her limbs against the 
walls of the Tinker's teleporter, to avoid hamburger- 


hood. We are instantly transported to the planet | 


Astar, and just as instantly left there by the Tinker, 
who has forgotten to turn the oven off. And good 
riddance, say 1, there's only room for one synthetic 
supenintelligence in this story, and that's me. 


And what a beautiful place this is! Much quieter | 
than the idiotic battlefielas of Almilam, much prether | 


than the hell-on-carth of Heaven, much less pretenti- 
ous than the high-tech of Amnesia and nowhere near 
as smelly as Pynkfioid. Astar will become our private 
Paradise, our very own Barrat podule. “Well, Tam- 
ara, what do you think of it so far?” 1 ask, readying 
myself for manhood, and trying to decide wheiher or 


not to have a small moustache. Tamara hesitates, | 
“P,.. Pm not sure Louse. Ive got a funny feeling | 


we should be very careful what we say around here. 
ht feels like the whole planet is apps É E çs 
ha!” Lery, “you don't say! You must be kidding . .. 
FOU Whoops, | seem to have been somewhal 
preoceupied wilh my future moustache, and my 
words have had a rather drastic result, No sooner 
have Ispoken, than Tamara's mouth disappears, and 
she gives birth tê two tiny goats. Well hush my 
mou... hngk? 


To be continved ... 
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nearhy at the end of this episode, let's hear | 


DE | 






























Super Vorcon Wars is, to quote 
| from the precise rulebook, “an 
enhancement of the long running 
and popular, computer moderated 
Vorcon Wars.” | couldn't have put 
| it better myself. SVW'is a genuine 
enhancement of VM (which | 
reviswed im July 1986). The 


game's features have been 
broadened and developed - but 





der Of VORCON GAMES, released 
SvW to complement, and not to 
| replace the original. The new and 
improved features of SVW reflsct 
all that John has learned about the 
game ouring his four years ofmod- 
eration. So, what is so special 
about SVW? Is it any better than 
the original? k is worth the extra 
per tum? And, most impor- 
“tantiy, are its players having fun? 


VORCON RE-CAP 


As you may Or may not remember, 
Vorcon Wars is a sixteen-player 
"game of global strategy and diplo- 

Cy — with the ultimate aim of 
gaining power over a fully circum- 
navigabis semi-developed world. 
The planet of Vorcon is divided 
into “hexes,' each hex having its 
own function (agriculture, indus- 
trial, forest and so on) and lon- 
gitudeatitude position. These 
hexes must be captured, and 
defended by deploying armies 
| about them — thus expanding the 
amount of world controliad. Diplo- 
macy is often ignored, and batile 
soon erupts when players meet — 
and can be anything from a minor 
| skirmish'to an all-out nuclear bash. 
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“untortunately the price has also | 
gone up! John Nicholson, foun- | 





TWO FREE TURNS 


a with a Super Vorcon Wars Start-up 
E (Valid until the end of March 1987) 





That, very basically, is Vorcon 
Wars. Super Vorcon Wars is an 
attempt at improving this master- 
piece of simplicity and playability! 


THE DIFFERENCES 


| The basic differences and addi- 


tional features of SVW in compari- 
son to the original are: new land 


| types, revised hex layout, subordi- 


nate commanders, spy sateliites, 
running. points score (which can 
ay your commander a Super 

ommander status — very effec- 


| tively raising military might), addi- 
f 


tional options and diseased food 
supplies. This may not make much 
sense to non players, but the 
rest of you will know what | mean. 


HEX 


Should you prove super-efficient 
at stockpiling food supplies for 
your forces, diseases will become 
rfe = destroying your stockpile 
very rapidky. To overcome this 
difficulty, the Laboratory hex has 
been created: when disease 
appears, yOu must set up one Of 
these to discover the antidote, 


| Once the antidote is discovered (at 


economic expense) and the 
stockpile has fallen, the problem 
vanishes and the lab is destr 
This prevents players from 
stockpiling so much food that they 
needn't worry about feeding their 
armies during battles, 


SUBORDINATES 


A problem encountered by many 
in Vorcon Wars is the limited range 
of your commander's effective- 
ness when moving armies. Your 
troops can only be moved when 
within pa Mena of your com- 
mander (the VW equivalent of the 
Chess King — a very important 
entity). In SVW, subordinate com- 
manders can be created to control 
a minor campaign on one border 
while your main commander has 
an additional print-out sheet. This 
feature allows a greater use of 
strategy. yet it could be arqued 
that it de-limits the use of diplo- 
macy (a powerful player with many 
subordinate commanders has lit- 
tle need to trust in allies). 


SPIES IN THE SKY 


in the revamped game, satellites | 


can be 're-directed' away from 


co-ordinate you choose to spy on 


E This coupon entitles me to 


—- efectively allowing you to keep 
an eye on the opposition while you 
temporarily play semi-blind. This 
ewitching of orbits cuts down the 
satelirte's life, but itis a useful idea. 


OTHERS 


| Additional options and land hexes 
exist to accommodate the fea- 
| tures covered here. There is cer- 
tainhy more scope for strategy with 
the use of subordinate comman- 
ders and spy satelites, but only 
time will tell how the game goes 
down... 


CONCLUSION 


SvW is not necessarily a better 
game than the onginal, although if 
you are looking for a fast tur- 
naround game that has a lot of 
scope, then it may well be the bet- 
ter option — it's up to you. SW 
does cost more to play though. 
Vorcon Wars costs £1.00 per tum, 
while Super Vorcon Wars comes 
in at E 1,40 (which can be weekly, 
fortnightly or every three weeks). H 
you would like to play in SVVV, sim- 
ply post 25.00 to vORCON GAMES, 
CRASH "Game, Juniper, 
Bracknell, Berks RG12 4Z6G. This 
pays for the rulebook, start-up 
pack (first printout and a world 
map) plus the first two tums. Cut 
out the coupon on this page and 
post it along with the 25.00 start- 
up payment and you will receive 
an extra two free turns, bringing 
the total up to four turns before you 
start paying anything else! The 
offer is open until the end of March, 
so use while you can! 


PBM FORUM 
SPORTS 
Dear Brendon, 

Are there any PBM sport games, 


other than those based on soccer? 
Chris Counsell, Hedge End, Hants 


rup, there certainty are. | shall be 
covering an American Football 
game next issue — [ve also heard 
rumours of a cricket game that's 
under dev nt. Evil fill you in 
on the details should they be for- 
warded to me. Does anybody 
know of any amateur non-football 
| sport PBM games? 





























| Dear Brendon, 


“months ago, lhave been venturing 
about the globe discovering stars 
and  sendin 
December's CRASH you wrote 
that ships with a 'sending mes- 
sages' score greater than twelve 
may send tight beam messages. 
Hmm, [have forty-four points, but 
have had no indication on my 
print-outs of this new ability. How 
| exactiy do | send these mes- 


| MH 
Hiliman, Slippers Place, London 


| game ofdiscovery: where's the fun 
| ff you are told how to do every- 


| between them! Not evenamention | 


| Of strategy and war-gaming come 
“in when battles or confrontations 


| put the record straight. By the way, 
| 1 personally do not use the PSM 
| Convention Awards as a yardstick 


BK 
your commander's location to any | VERY TIGHT! 


| PLEASE 


“After joining Starglobe a few | 


messages. In 





Um Soria te say that | shall not give 
away the 'secrel”' of tight beam 
messages. The point to remember 
when piaving Stargiobe is that the 
Mulhollands designed it to be a 































thing? The best advice | can give 
vou is to experiment with your 
sending messages order; it is also 
worth seeing if PRIOR, Main Com- 
puters data banks hold any 
clues... but| have said enough= | 
try it! 

BK 


A COMPLAINT 


Dear Brendon, 

Although | find your column both 
interesting and informative, | 
would like to complain about your 
overview of Salumalia in the 
Christmas Special. 

You gave the impression that 
the game was both bonng and 
mediocre. Your overview hardly 
touchad on the polítics of therelig- 
ions, and on the feuds that go on 


of the degree of planning and dip- 
lomacy that is involved —- elements | 


are being planned. 

Fame is surely what most 
people aim for, surely calling it 
muli-player was an understate- 
ment. Saturnalia has over 1,000 
players, and was voted Best Game 
at the First British PBM Conven- 
tion! 

That concludes my grumble. 
Thanks for writing such a good 
column, 800n may itspread to four 
ias 

















| am sorry that you disagreed with 
my Overvigw Of SLOTH ENTERPRISE '5 
Saturnalia game — each to his own 
is what | always say. | based the 
overview on the feelings passed 
on to me by readers and friends 
alike who generally seem to rave 
about this game; this (to me) 
appears to be a safe way of writing 
about a game. Still, pour letter has 


for my column's contents as they 
do not represent a true cross-sec- 
ton of the plavers' beliefs. The 

FLAGSHIP FACTORS (whera | 
available) are the most accurate 
reflection of a game's quality, and 
it is these statistics that | try to go 


by. 
BK 

















Dear Brendon, 

Please, please, please, please, 
please (etc) ask Lioyd to publish a 
photo of his typewriter!! 

Â Spring Pai 


aid BK 
NOT VERY WHITTY | 
Dear Brendon, 


| am a long time CRASH reader 















and RPG player. add hob- 
bles being Football, | leapt ER o 
chance of playing Guy 

FEM football game oraionad. n 






































info sheet, | set Mr Whitty E7. 
start up and play the game. For 


'Garlic United! (account number 
C29) - a member of the C-ARLA 
league. Since sending these 
details and the cash to Mr Whitty's 
address | have heard nothing. 

Four months ago, | posted him a 
letter inan attempt to discover why 
| had heard nothing from him. 
Please could you help me = have l 
lost my dial or did | do some- 
thin wrong? 

G 17 Westem Avenue, 
Brentwood 


[have received a number of letters 
on this subject, and personaily | 
am quite womed about! what is 
happening here. | have written to 
Guy Whitty but am yet to receive a 
reply. Is anybody out there actually 
playing his game? If so, then 
please write gi and tell me. If you 
are reading, Guy, please either 
come up with the goods or refund 


postal order or a guaranteed 
cheque. This matter cannot con- 
| tinue like this for long. e 


OUT!!! 


Dear Brendon, 
Has a PBM game GM the right to 
throw you out of the game, or to 
stop the game without a refund — 
even if Pp ndo! are in credit? 

Counsell, Hedge End, Hants 


throw players out of his game, ifhe 
has good cause to do so (if the 
player has broken house rules for 
| example). He can also stop run- 
ning a game without notice (al- 
thôugh this is not a very good way 
to make a company popular). The 
GM should, by law, offer you a cre- 
dit reftund or transfer — perhaps to 
another game — so don't ai m 


IT'S A SHAME!: 


Dear Brendon, 

Three months ago | wrote enclos- 
ing a large SAE, asking for details 
pfit's a Crime! às mentioned in the 
| July 'B6 issue of CRASH. | am yet 
to receivo a reply. Could you 
please investigate, and send the 
"details requested if sible. 
& Burkill, Fitzroy 


| long since forwarded ail Crime! 
applications to KJc GAMES. Not so 
long ago, they finally sent out all 
the requested rule books (50 | am 
intormed). | suggest that anybody 
etill waiting should write to: IT'S À 
CRIME! START-UPS, Crash DAP 
Pata KJC GAMES, 5 Vicarage 

, Cleveloys, Lances FY5 
| BD 


BK 
| That's all for this month's PBM 


| coming! 


vour column, After receivin pá | 


reference, my team was named | 


your applicants" credit by cash, 





Yes, the GM does have the rightto | 


FORUM - keep those letters | 
(ans Envincibles nr Bury St Edmunds) 












March is a merry month for maraud- | 
ing maniacs (who are, no doubt, all 


as mad as a March PBMer 


for the DIPLOMATIC DIREC- 


| TORY. 


ris Eartvood S2; Arcadia 6; Star Empires 
1; Conquest 


wi! Jason French 
78 Princes Road, Ellacombe, Torquay 


| TQLIPA 


GAMES: Vorcon Wars 75 (Commander 
BLITAD) 


“03 Travis Smith 


27 Sharmon Crescent, Braunstone Frith, 
| Leicester 


LES GNV. 
GAMES: Starglobe 4 (85 Belle Julie) 


+04 Robert 


Darbyshire 
| 22 Thornton Gate, Clevieys, Lancs, FY5 


AIN 
GAMES: Ir: A Crime! I (Death Wor- 
nor); fts A Crime! 4 (Megacity Blues) 


4005 Stuart Millinship 

17 Graveney Gardens, Arnold, Nottin- 
gham NOS 60W 

GAMES: Vorcon Wars 75 (Commander 
SHUTUN) 


+006 MrG G Manganoni 
E Road; Farncombe, Surrey 
GU? 3 

GAMES: Satumala; 
Explorers of Orion; Lands 9 
Sun; Aces; Mark ofChaos; E 


Vesuotas 


Aids 


| +007 Mr€] McCarthy 


IA eia dpigrio Liscara; Walleser, 
Te Sta ta E: 
Vorton ars 15. ar td; Flees Man- 

meuncres PIO? 


Fo 

b EH LZ 

G G. Vorcon [Far 60; Super Vorcm 
Fars 7 


*009 Paul Davidson 

51 Waterko Road, Prestwick. Avrshire, 
Scotland KAS ZAA 

GAMES: Vorcor Wars 68 (Commander 
PEPISH); Arcadia; Conquest 


“00 Rev Wasey 

9 Clarkson House, Rae Road, Bat- 
rersea, London SW11 2BP 
GAMES: Earthioond 30 


w011 lan Hudson 
53 Close, Alrewas, Nr Burton- 
U rent, Staffs 

AMES: Vimeo War: 65 (Commander 
PESTIB);S Vorcon Wars 77 (Com- 
mander FRUGAD); World of Vengeance 


Anyway and anyhow, here lies dio | 
month's list of successful candidates 


*012 Gareth Evans 

4 Whirelands Road, Thatcham, New- 
bury, Berkshire RGI3 4AR 
GAMES: Arcadia 6 (Egg Crotnside) 


“013 Mike Adams 
774 Holmeficlid Road, Liverpool, Merse- 


| yade LK93PQ 
GAMES: Vorcoa Wars; Conquest; Fr's À 
Crime! 4 (Prests) 


+014 David Lane 
23 Florence err Bridgford, Not- 


to! 
GÂMES: Ca Casus Belhi 5; Player 16 


“015 Martim 
ney, Mersevside 


GAMES: Vorcon Wars 72; It's A Crime! É 


“016 Chff Frost 
E. Road, Leicester apa 3FN 
: Satumalia; Arcadia; Ear- 
nona dd: King of Sta 17 Arcadia; T's 
| À Cruel; Suvords end Shields 


“017 Robin vam den Yssel 

pda 172, 2332 BX Leideh, Zuid 
Holland, Ne therlands 

GAMES: Forcon Wars 72 (Commander 

TREBIN); Starglobe 3 (The Dutchman ) 


| Cae Mari Pyn House, Thomastow 
ço Tydál, Mid Slomargan, South 


GAMES: Jr: A Crime! 2 (Death) 


+019 Steve Vickers 

26 Swinton Court, Harrogate HG2 0BB 
GAMES: Soccer Star; Satumalia; Jr's À 
Crime! d; World of Chaos 


4020 Barmaby Dellar 
1 Priory Grove, Stockwell, London SW'8 


+02] Stephen Hok 
27 Rosemary Road, Spro 
wich, Norfolk NR7 8 
GAMES: Vorcon Wars 61 (Commander 
BRIDER); Ir's À Crime! d (Fighting 
Uruk-Hai) 


rowston, Nor- 


Wiz? Kevin Pack 

Walnut Tree Lodge, 9 Kings Meadow 
a gn Northampton- 
GAMES: Esrnthugod; 5 
Suorglobe 4; Orion: Finger; es À Cidai 
3; Casus Belh; Ass 


+02a Matthew Hanson 
Mor, 


Wakeficid, West Yorkshire WF4 4ER 
GAMES: Starglobe 4 (55 Obsidean Fox); 
Arcadia 


“024 Gavin Marshall 
36 qr Road, Orpington, Kent BR6 


GÂMES: Vorcom Wars 71 


*025 Owen Whitehead 

213 Park Road, Barnsley, 570 LOW 
GAMES: Aces Rillion' — E Side), Satur- 
malia (Crendl of the Web), Encitirodon 
(Brothers ta Arms), fes À Crime (Brothers 
am Arms), Prom The Mouth of Hell (El, 
World of Chaos tão Kerr), Soccer Star 
Miormung Star R$ League) 


Shror SY25DY 
| GAMES: Star 


| Cormmwall, TR5 08£ 





 Tyramny (PS) 


| GAMES: Vorcon Wars 60 (Pejasho, 


Street, To 
“Mid Glam, 5. Wales, CF 


| Essex, 88391] 


| 4038 Richard Golf 


“039 JasonH 
| pede Fira “on Surrey, 


| 578 1DB 






“026 Damian Manning 

12 Warden Road, Sutton Coldheld, 
West Midlands, B7355B 

obg (85 Avon), Fr: A 
Crime Memy ob) 


4027 John Preen 
13 Underdale Avenue, Shrewsbury, 


Four (55 Broadmcord 
ance), Vorcon Wars 78 


of the Canld À 
HPlomag) 


“028 John Kemp 
9 Wold tew, Caistor, Lincoln, LNT 


GAMES: Is A Crime! 4 (Ney York 
Assassins), Arcudia É (Lord Cemanras ar 
Fihad City, B27) 


*029 Milan Petronic 

24 Dell Road, Kings Norton, Birming- 
ham, B30 2HZ 

GAME: Arcadia 13 (Drag Dur) 


+030 JC Fowler 
11 Beaconsheld Place, St Agnes, 


GAMES: Storglobe Three, Arcadia 8 


+03] Kevin Edwards 
52 Woodlands Road, Irchester, Noarth- 
ants NN9 7BU 

GAMES: Vorcon dd, [rs A Crime! d, City 
of Sunife | 


+032 Jason Cottrell | 
17 Back À ane, Barrington, Cambe, CB2 
SRF 


GAMES: Satumalia (Asxil Taranmus), 


no iraniana 


Street, Cleethorpes, 
South Humberside, D' DN35 7AZ 
GAMES: Arcadia 10 (Mordran the 
Unknosn at Seven Springs Cuty) 


i034Malcolm Sums 

76 Mount Road, Canterbury, Kent, 
CTLIFTF 

GAMES: Soccer Star (Kilmore Oilers), 
Bradley's Football [Houston Cnlers) 


035 Paul Davidson 
51 Waterloo Road, Prestwick, Ayrshire, 
Scotland, KAS JÃA 


Arcadia ? (Ped at Monquend: Cry), Com- 
quest (Anar Nurion, maps 18/15) 


HO 
GAMES: JrsA Crime! d gang 315), Vor- 
con Wars 64 (Chorub) 


4037 SWyart 
60 St Andrews Road, Shoeburyness, 





GAMES: Vorcon Fars 73 (Pnfun), Vor- 
con Wars 78 CSahal), fis Ã Crime! 4 (Mer- 
cemaries), Kengs of Steel ( Woodlana 
Alliance ) 


Er Road, Colchester, Essex, COI 
GAME: Arcadia 12 (player 17) 


SMT 2ED 
GAME: Satrumahio | Vetrex) 


So ends another Diplomatic Directory 
—don"t forget to send pour applcanons 
to our chief Diplomat ar: 

dem ORY, ct gar DON 
KAV H, CRASH 

10, LUDLOW ONROBOHIRE, 
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Sometimes | think I'm the only 
sane one here — they're a night 
Wild Bunch here at the Towers. 
Take for instance everybody's fav- 


ourite Girhe Tipster — Hannah | 


Smith. There she stands on-the 
edge ofher desk (for some reason 


| she calls it Gunstar), shouting at 


the top of her little girlie voice 
“Um at The Helm, I'm in control 
primo my make-up and 
back - pleeeease!" 
tally screwy ifyou ask me... 
And what about Lee Paddon? 
(What about him?” | hear you 
cry). Anyone who wanders 
around pretending to be a Ninja 
Master, white Thrusting his face 
into a Murgi Biryani down at the 
local Curry House needs to be 
locked up in a King's Keep, and 
that's for sure. 
Without à doubt The Doc Mar- 
taened One wins the coveted ' Out 
of his tree! award — the number of 


| times he blows a Shorts Fuse! 


The only cure is to stick him down 
with the Spikey Haired Ones from 
Z2APl or a while. But, more often 
than not, he returns with his Boo- 
tys hanging from his ears and 
singing “ Cylu-ta-ra-de-bum-de- 
ay!" Maybe that isn't the best sol- 
ution to cure his Harvey Head- 
banger type tits after all. 


Madness doesn't confine itself | 


to the CRASH office = it also finds 


its way up to the Art Garret where | 


Olli and Lissa (his pet airbrush) 
run riot when a new caseload of 
stinky orange ink arrives! Pogoo- 


| eeege! Some days | think it would 


ba safer if | worked in à Gyron 
Arena rather than this nut-house. 





The only time | get some peace 
and quiet is when | retire to my 
beloved broom cupboard and play 





| 
Ê 


some games. Just recently Cuddly | 


Uncia 
load of nreBiRD Silver games that 
are great fun to play! So, being the 
kind person that | am, I've set a 
competition for you to win every 
FIREBIRD Silver game ever pro- 
duced = that's just the first prize: 
there's also 200 copies of The 
Heim for runners up! Easy-peasy 


comp - all you have to do istofind E 


all the words marked in bold in my 
witterings, and locate them in the 
wordsquare. Sometimes the 
words (all of which just happen to 
be game titles) will be split up, for 
instance, 'Harvey' somewthera 
and 'Headbanger somewhere 
else. When you've found all the 
titles, cut the wordsquare out (for 
make a photocopy) and pop it in 
the post to: 

FANATICAL FIREBIRD, CRASH 
TOWERS, PO BOX 10, LUDLOW, 


cupboard by the 26th of March. At 
least Em notcrazy ... now, | must 
be off = It's time to water my 
Spaghetti plant... 


ave Carlos has sent me a | 


| SHROPSHIRE Sr8 1DB. AI | 
entries must arrive in the broom E 


| 





| Ei petals. All in a day's work 
E “in the Slime quarter... 


Mission | completed 


mpossible 
"Robin Of The Wood completed 


completed 

Brian Bloodaxe got ad Jewels 
Dynamite Dan complet 

Atlo Atac completed 100% 

Nodes of Yesod completed” 
Bounder completed 


Bobby completed. 
4 Fist tenth dan (56 times) 
Yie Ar Kung Fu completed 
Beret completad 
ee AJ Remi 


imo Dong em Beit 
completed 

8 oe Palace 
at oo 

Soy Hunter 75.000 


Danger Mouse in Double Troubla 
completed three times in a row 
Saboteur Bit 


comp 
np Fu Stage as 


Match Day won Final 3-2 
world Sertes Baseball beat computer 
Et=7 
Kr Tyme completed 
to Skool freed bike 
Mark Rees, Gwent, South Wales 


std io! Mi completed Ra 
Dynémito pedra o dynamite: 
Jack the ir 


ommando first gate! | 
rans Am fOurcups 


| Bunch thras out 
Sam Fox Strip Poker all the pen (say 
mo rnore) 
Football put won leggue and FA 
onbeval sê 
World Cup 5100 im Final 
Match Day 4-3 on International 


Philip Carney, Penrith, 





Faperbóy completed 

1942 completed 

Ghosts 'n' Goblins cd ae 
Blider Rider completed 

Great Escápe completed 

TT vera rã First on every 


Universal Hero completed 

Heavy on the Marek completed 
Kwah! completed 

Lord of the Rings completed 
Weyof the Tiger completed after 


onks 
Gatvan complsted 
Harriar Attack completed 
Mark Caims, Lisburn, Co Antrim 


Ya Ar Kung Fu 208500, Level 40 
Vie Ar Kung Fu ll completed twice 
Shao-Lin's Road templa 


ota Lomançdm Fiva 
Daley on's Decathlon five 
cod medais 


completed 
Tapper second screen 


Harriar Attack completed 
Hunchback three screens off comple- 
ton 
Rocky Horror Picture Bhow three 
jaçes off completion 

KIE completed twice round and ihen 
to gym 
Braakthru completed (too hard | must 


say) 
Comedia drea Five ; 
Bruce Les completed five times round 
Full Throttla first position 
Fist tenth dan 
Hypersports besr round twice, then 
got o archery 
reen Beret got to end of harbour 
Kev Hill 


Zoids Great Gorgon 

Yie Ar Kung Fu Level 25 or 26 
Uridium 40,500,25 

Firelord 38,000 

Batman completed 

Green esta got to captives 
Sabrewul completed 

Combat Lynx 14,500 

Saboteur completed Levels One, Two, 
Three, and Four 


Turbo Esprit stopped smugglers, all. 


Gtarion creator (admit a tiny cheat 
thére 


Cavas of Doom completed 
Quest for the Holy Grall completed 
Finder Keapers got out 


Action Biker completed 
drop reached temple 


David oriutio, Forest HIII, London 


Rocco compilsted 

Pyjamarama complated 

Rocky Horror Show completed 
ru Los completed tour times; 


Jetoso comple anks 
Commando Area Six 128,900 
Xevious Area Two Bd, Soo 

Back to Skool frog in cup 
Dandy all screens from star 
Space Harrier Area Six 

Robin 0f Sherwood gol sword 
Universal Haro completed 
“Timothy Parsons, Nr Horsham, 
Sus 58x 


Commando 285,000 

Bombjack 262,000 

Saboteur completed 

Jack the Nippar 50% 

Ghosts 'n' Goblins killed second gob- 
lim 

Rocky Horror completed 

Bruce Lee killad wizard three times 
sai pri Division One 
Starquake four pieces 

Birarok two scientists 

Exploding Fist fifth dan 


Match Day Final won 4-1 
Matchpoint beaten all lavels 
Cyberun 46,785 

Automania completed three cars 
M Cromarty, Nr Keighley, West Yorks 


Ant Attack completed (rescued ten 
iris). 48,300 

Atic ) Atac completad 88%, 52,300 

Monty is Innocent completed 

Frank Bruno's Boxing beat Feter Per- 

fegt im 17.86 

Fairlight completed 

Match Day won Final 13-0 [five minute 

halves), 134-0 (45 minute halves) 

Saboteur Levels One and Two com- 

plated 

Knighiore 42% | 

Guniright twentiesth Bandit E48,900 


Back to Skool completed 

Kung Fu black belt — tavei saven 

Falo Over Moscow completed 
arama completed 


Robin Of the Wood gained sword 
Starquaka 20,500 aight pieces of core 
Critical Mass completed (all lavels) 
Ping Pong 52,300 beat Level Five 
Way of the Tiger mastered unarmed 
and pole fighting 

Batman six pisces of batcraft 

Paul and lan Franklin, Mansfield, 
Notts 


bunda Wastks in Paradise completed 
100% 

OO Encounter completed 
fr of the Exploding Fist tenth dam 


Rambo completed 60,020 

Frankie Goes to Es Ri 
completa fia won the 

Final) 

Koniami's Tennis beaten singles and 

doublas 


World Serias Baseball beat computer 
20-18.0n eas 

Yla Ar Kung Fu beaten ali baddies 
Danger Mouse in Double Trouble 


completed 
Bruce Lee completed 16 times 
122400 
Raid Quer Moscow completed 
21 1,900 
Who Dares Wins H completed 52, (060) 
Hunter 175,160 
ovia 0.08 54% 
That's the Spirit 28 
Barry McGuigan's Boxing beaten 
Shamrak O Leary 
completed 90,900 
Rock 'n' Wrastle beaten all wrestlers 
Steven Woodward, Harpeden, Herts 


Full Throttle first 
Way of tha Exploding Fist tenth dan 





Tomahawk finished Mission Two = 

without loss on Áce level. 
Codename Mat completed, 

T. lol. four sections completed 

von Final 13-2 





Etecd 
Simerstone 1,08,54. 
Brands Hatch 1.19. 64, Monaco, 
1.58.56, Micro Drive 1 DO. 46, Monza 
1.08.26, Paul Ara 1.24.5B, Cam- 
bridge Ring 55 
Mark Batts, Abbots Langley, Hearts 


Football Manager First Division and 
won FA Cup 

Atic Atac 855% 

Commando Area Five 

Bruçe Lee complated 18 times in one 


“completed on Level One 
Bombjaoik 118.000 Egypt tor the third 


Green Baret end of harbour . 


Kung Fu Master 14 1500 
“swimming 26.26, shoot= 

ng O, horse 9.89, archery 3660, 

overall 156,380 







ore e po e 


A É 


ra aç 


Hari 






ia | nn =5 [1 
a O DS | 


Producer: Ultimate 


A game that needs little in the way 
of introduction. H was first ever 
isometric 3D arcade adventure, 
and two years On, programmersa 
















Producer: Ultimate 


Sabreman is still batting with ts 
| danger — this time he's trapped in é 


a huge underground tabyrinth, The 
meanies aren't deadly, but bash 
the little hero about nevertheless. 
Falling large distances is fatal, and 
there are a lot of huge drops which 
may be negotiated by riding bub- 
bles of volcanic gas, or by using à 
rope to get down and across 
chasmas. Weapons need to be col- 
lected in order to get past particu- 
larly big méeanies, which block 
strategic parts of the maze. 


THEN 


O “Underwuride is certainy no E: 
Atic Atac Part Three — it's a totally 


Driginal game that will keep you 
enthralied for ages. ULTIMATES 
graphics need no explanation, but 
an obvious item missing is the Hall 
of Fame (but I'm sure the spare 
bytes from this went to a good 
cause). ULTIMATE have come up 
with another excellent game. | 
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| are still producing clones. 


The player controls Sabreman, 
who has to collect charms and 
take them to a cauldron room. 
Each room contains traps and 
problems that require a combina- 


especially liked the volcanic bub- 
bias on which you can stand and 
ride, and the eagles which carry 


you all over the place. " 


After an absence of over ayear, CRASHBACK 
makes a comeback. Ben Stone takes a look 
backatyesterday's hits = starting with the top 
games that appeared in CRASH early in 1985. 
Issues 12 and 13 come under the Stoney gaze 
this month, and Ben will be continuing his 
retrospective reviews throughout this 


year... 


o that the fingers are 
instanity itching to get at the keys. | 
The 3D itself is excellent, with mar- 
vellous drawing of the walls and 


* | characters. The hidden view idea 


has been used very cruelly, so that 
a hint may be given of something 


| nasty crouching behind a stainway 


— but you're never sure until it's 
too late. The animation is terre, 


“| from the smalest detail right 





tion of logical thinking and sharp 


reflexes to overcome. At night, 
Sabreman turns into a Werewolf, 


quest in forty days and nights, he 
is doomed to remain a werewolf 
for ever. Poor little Iycanthrope! 


THEN 

O “Any uLTiMaTE game is a tivilto 
unpack and load, but with Knight 
Lora they have surpassed theam- 
seives. The 3D graphics are so 


NOW 

O “| must have been one of the 
first people to complete Under- 
wuride. | played it in all my spare 
time until | reached the end, and 
what an anti-climax it was too! The 
game didn't really offer anything 
new in format but it was very com- 
pelling. At the time | think we all 
overlooked the fact that all in all it 





through to Sabreman himself 


e Knight Lore has that magica) | 
| ingredient which makes it exciting 


to play and watch, and keeps you 
on the edge of your seat with anx- 
dety. ITS SIMPLY A GREAT 


NOW 

6 “KnighiLorewas, and will prob- 
ably always be, one of the most 
magnificent games on the Spec- 
trum. was the first 3D game to 
appear. Superior graphics are 
coupled with magnificent anima- 


| ton and a subtie sprinkling of 
and if he doesn't complete his | 


humour. | remember when it first 
arrived in the office the whole 
place stopped dead while we 
crowded round the screen in awe. 
As for changing the ratings, | think 
most of them still stand today. In 
fact | would be inclined to put the 
use of computer rating up by a 
couple of percent, but we don't 


| have that rating ány more!" 





was just a big maze game with 
pretty graphics. There are a lot of 
games around today which are 
very similar to this, and many of | 
them involve doing more than just 
getting out ofa maze. The ratings | 
should all be put down to the low 
eighties or high seventies as the 
game has dated considerably. 














First Star/Monolith 


| Cute. hero Rockford tunneis 






es 
“This amazing game is so sim- 
pie ts ridiculous! et once started 


around 16 different underground | it's impossible to leave it É 
he mazes coliecting gems ashe goes. | Rockford is amusingiy animated. 
B Boulders lie around, and problems tapping his foot in boredom if vou 
are caused when the earth that | kesp him standing still for too long, 
supports them is tunnelled away - | eyes ficking nervous!y — as well 
they tumble on Rockford unless | they might, with all that weight of 
he's quick. Nasties chase thehero, | stona above his head! The move- 
and they can only be killed by fal- | ment of boulders and gems is 50 
ling boulders. logical, when huge stacks of them 
fall it can be a joy to watch. With 
p=" the five skill levels and 16 screens 
a to play through, this game repre- 
q a sents good value even for the 
“91% siightiy high price, and |! can rec- 



























 Hewson Consultants 


set itapart from the crowd. Techni- 
cian Ted works in a microchip fac- 
tory, and has to achieve a variety 


The routes around the 50 screens 
that make up the factory are by no 
| means as straightforward as those 
in Manic Miner. Plenty of hazards 
 tireaten to drain Ted's energy. 


of tasks during one working day. | 





ommenditto anyone. it's excellent 





THEN 


loads of detail, animation and 
humour, and the timing routines 


throughout are perfect, and per- | 
fectiy hard to beat too. There's. 


nothing new in Technician Ted, but 
the thought that has gone into It is 
quite something else. Addictive, 


delightful to play and a definito | 
| must," 


NOW 
& “Technician Ted had the best 





Rocky romps throu 





Elite 


desert. Five scientists have been 


| captured, and Ainwolf must go in 


and rescue them. 















“ Erro! e HH Caves insegreh nro Underground 
Graphics Fe and tremendousiy compeliing to EO Des po 

» ciavabilty play." º e ou [= | | 

e | Dsincacielii agi NOW always great fun. a pl and | seems to have lost a lot of its orig- 

H | BATER O “When Boulder Dash first | humour were probably its main | inality over tha years. The ratings 

: jue for money appeared in my games collection! | points — never before had a game | at the time were justifiad in being 

y E Ré couldn't play itenough: solvingthe | as funny as this been seen on the | so high. Now, however, | think that 

5 | | MR ada do NUEE puzzles contained in each screen rum, Today it is still just as | they should all be put down by ten | 

: was sometimes infuriating but compelling and playable, but it | orfifteen percent ” 

t Jr: 

| EI mr avahbia' Pi * Mara LIVE 
q | Plavabie and, Pere 





O “The music is the best since Syabil 
Back in the days when Manic | Manic Miner, with two tunes | Stringielow Hawke, helicopter | Gott 
Miner and Jet Set Willy were riding | played with a 'real' synthesised | ace and 'nam veteran must pilot Addict Vi 
high in the charts, everyone was | sound fand equipped with orvoff | the Ainwolf through an under- Value for 
bringing out piatform games. This | facility if you go mad). The | ground labyrinth, deep bellow the Ovêral Fr mo 
| on& had a few innovations which nics are really wondertul: | scorched Sands of the Arizona | all 





Map 
"S. aboutbo *' loading screen of the year, in fact 
9º rating: exc lame it was the only thing that really 
Catvalvo lar Me stuckin my mind about it. Looking 
eo SC MMONBYO O atit today | can't fosçat no ht o 
mo was a Smash. It wasn't original at 
E td | 93% | thetime; the graphics are bad and 
mo SS 4 qe the game is pretty dull to play. k 
É o tec  shouldn't really have had such 
Starts “97%, high ratings. Nine -Six percent 
Mm ces onas DAM | overall or à Jet Set Willy variant 
em COMOS  Q7o | seems silly nowadays. Hd put all 
Value for money E do, “| the ratings down into the mid to 
! E doida low sixties as there are still so 
| 36% many games around in a similar 

vem, The passages and tunneis are | NOW 

a ssa well protected with defence | 6 “Airwoll was one of the first 

fields, guns and electric barriers. | licensed games on the market, 

The helicopter sinks under gravity, | and certainhy the best of its day on 

So the player must constantiy dab | the Spectrum. Itwas very go0d on 

| the'up'buttontoremainairbome. | all counts: nice graphics, cute 

| | sound and immensehy compelling 

7 THEN and infuriating leptay. | was 


O “Airwolf doesn't need Jan 
Michael! to sell it - the game can do 
it all by itself. This is one of the 
meanest arcade shoot 'em ups 
since they brought Scramble out 
on the big machines. The pace is 
violent, furiously fast and will 
totally destroy your index finger in 
the process. game is hard and 
aoWs YOU NO respite - you no 


very surprised at how hard it actu- 
o was — some people in the 
ofiice took more than an hour of | 
continuous play to get past the 
first two obstacles. Untfortunately 
after you had mastered all the 
screens (which didn't take too lon 

as there were only twelve of them 


| and got all the scientists, there 


wasn't really any psd in playing it 
nt 


sooner get through a defence ring | again. Today | still think it is a good 

and onto another screen with a game, but not quite state of the 

mol reliotandiNO it's off again, | art. Ali the ratings should go down 
riling stuff" into the seventies. " 
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No 24 Xmas 1985/1986 

On The Cover Special - our very cwn 
OLIVER FREY occupias five pages, Star 
quake (5 mapped and thera are soma Fair 
hght pokes. We profile GAMODYLE GAMES, 
LLOYD looks back on 1985. ROGER KEAN 
talks fo MEvrste coNsuLTANTS. Spalbound quis 
top marks from the reviewers. 


No 25 February 1886 

Dumer. — tha prófile, and some rather silly 
photos of the team. À chat with the micros. 
press Guo. À doubla dose of JETMAN. Grana. 
Lin grarmica bring a Minie to tho Spectrum. 
TECH NICHE looks at a FORTH add-on and 
axtansions to ZX BASIC. Zods narmowiy 
pipa Swegvo 's Povo in lhe revigws, 


É dopesnio 


a 
aii 
exa, Edo. 
RR! Pé y 





No 28 March 1886 

HUNTERS chats to tha Gais from stemors. 
A firstlook at the Spectrum 128. What's now 
on icronet 800. Romasme roBor"'s AMitifaçeo 
Ones under scruiny, Merspor maga-map 
and a rather smaller diagram of Guntright. 
Tras Weeks in Paradise, Movie. and Winter 
Games are SMASHed. 


No 27 April 1986 

Massive 23 page Playing Tips Supplament 
- intludeg Sods and Monty On The Rum 
mBpa. 1985 Readers Awards restáis. MEL 
CROLICHER intervigw. magna resuríaces 
and musce are quick om tha draw. Round up 
o! 128% games. À ves to the first Play By 
Mail convention. Bomb Jack wows the 
TEvVIAOTS, 


No 28 May 1986 

Update on the Fansine siena, MamECA 
profis and Planets previaw. Dt Composite 
Video Interface, | and 211240 
mapped. Inside cHerts SpecDrum. 
FRONTLINE Mini-Sirategyback, 
CHASHTIONNAIRE 'B5 analysis. Starstriko 
His top SMASH of tha month. 





No 28 June 1855 
First PBM MAILBOM and CRASH GAL- 


LEAY, SpsacDrym feting. Homegroan 
sotware. HANNAH SMITH chals to aem- 
mae. Compilations compared. Maps of Cylu, 
Sir Prod, Sabotaur and Parts 1 and 2 of Tan- 
tals. The GENESIS, BIRTH OF A GAME 
feature gets underway. 


No 30 July 1988 

More CRASMmunsmemo gallery More 
Homegroam Software. THE BIATH OF À 
GAME: some garty entries. Mr MINSON 
mess game designers mamess. LUNA JET- 
MAN returmas, Taralus, Knight Tyme and 
Movie mapped. Ghosts And Goblins, Jack 
the Nipper and Solttina images receive tha 
reviawars acciaim 


No 31 August 1986 

HANNAH goes wrestâng and maps Pentag- 
ram, Hesvy on lhe Magick and Jack the Nip- 
per ai tha same time! À look into the Dra- 
gon's Lair. Sinclar “LORI mah explodad, 
Enmemane intórvicw. PETE TAMLYN starts 
his look at Role Playing Computer games, 
Wordprocessor rousid-up. 


No 32 Septamber 1986 

GAC revigwed. The Music Box opened. 
Mimno-gem's DAVE PERP talks about Mialiy 
amd  Aicky  Stosio. Repairing your 
QUICKSHOT 2. Dan Dare armivems! Bobby 
Bearing, Ghosts and Gobiris, Cora, Cybe- 
Set Ro Actigr Reflex get the cartographic 


No 33 October 1985 

JON RITMAN = Mr Batman and Mr Match 
Diaptelis all. The GENESIS project: tha prog- 
ramming begins. HUNTER 5 MINSON gos 
missing! Multi-tracking SoacDrum. GOSTA 
PANAMA, lhe mar from voe, interviganda. 
Niaps 1 Dan Dara and Cauldron . First part 
of Equinos and Dynamite Dan df maps: 


Iwould like to order the following CRASH BACK NUMBERS ... 


No 34: November 1886 

DOM PRIESTLEY, creator o! Popeye and 
Trapdosr  Interviewed. Museo Machine 
reviewed, GAMES DAY report. cxertan's 
Sound Sampisr sampled. PBM Diplamats 
Direciory opened. GENESIS: Kat Trap pre- 
view - the Marketing Mix expiamed. Eguinox 
and Dynamite Dar Y maps completed; Liniv- 
ersai Hero, and Hijack laid bar, 


Please tick the correct box 


pence off TOTAL COST! 


PRICES 


fortune to send) 


= 


Ê 


tha E 


Please make cheques/postal orders 
send de dio Ap DO NOT enclose ANY order with mailto 

ORIAL side of the magazine as this will resul in DELAYS! Send 
your orders to the address below... 





35: December 1986 

DAN. MALONE, the arist behind Antiriad 
intarviawrod, nameLectrontS release à ROM- 
based wordprocessor. Gloer Rider and 
Lighiforca maps revasled, MID! interláca 
examined, Spectrum Plus Two problems 
explained, The Greai Escape heads a pack 
df smasheas, 


ea |25% ]26 ]27 12829 ]90]aM | 32/ [3971340357] 


BACK NUMBERS SPECIAL OFFERS! 
é Order THREE or FOUR issues at the same time and get dO 


O Better still, order FIVE or MORE issues at the same time and 
get 20 pence off EACH ITEM! 


O ALL BACK ISSUES NOW £1.20 EACH (including P&P) 
6 OVERSEAS ORDERS: £2.00 per magazine (they cost a small 


e] 
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to CRASH, His bestto avoid 


PLEASE DEBIT MY VISA/ACCESS ACCOUNT E 


Ewrish to pay by Visa/Áccess (delete as applicable) 
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Planse Charge My Account No: 


Expiry Date 


Number of issues ordered 
Less discount H applicable 
TOTAL COST E 

lanciose a CHEQUE or POSTAL ORDER for the TOTAL 


BACK NUMBERS, 
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gives me an excuse to stay i 


resemble a form of non 


estela warga 


tages. Already 


Producer: PSS 
Retail Price: £12.95 
Author: Rome Software 


Nothing less than the rise and fall 
of the man Empire, managed 
| Over several centuries and possi- 
bly milenia, isthe subject of this 
unusual game from pss. The game 
concentrates on simulating the 
broad sweep of Rome's military 
conquests in the earty stage of the 
game, then its struggles to keep 
dh of va captured jd rc 
nst native uprising an 
ana likely à threat of civil 
war, Details Of individual batiles 
are not gone into, and military 
decisions are limited to very 
| broad-based movement of units 
from one country to another. But 
Hhe player has control over 





No doubt the winter will just be a chilly memory when you 
read this. But as | write the snow is still on the ground and 
the temperature is still far below zero. This is just the kind of 
weather where you can whisk yourself away on the wings of 
“imagination to the burning dunes of the Desert Rats or the 
cosy (well, warm at least) depths of a submarine in the Silent | 
Service. You don't even need a pair of furry boots and a nice 
warm college scarf to keep your circulation going and your 
extremities un-frostbitten while tramping across icemark 
thwarting Doomdark's Revenge. | much prefer winter — it | 


Wargames occupy an interesting place in the field of'com- 
puter entertainment” in that they, unlike any other software, 


“avulnerable position. | think 's true that most people would 

rather own a boxed wargame, with fine artwork, a solid play- 

ing board, hundreds of little cardboard counters and rules 

pat cilada a physics textbook. 'Real' miniature wargaming 

g of a separate issue, with its own mystique; 

mes, or most of them at least, owe their 
game achas to the board wargame. 

À traditional board game offers many associated advan- | 
mentioned is the covetous pleasure of owner- 
ship: and the simple act of pressing out and sorting of the 
2,356 cardboard counters is an afternoon's absorbing enter- 
“tainment in itself. Not to mention the masochistic deli da | 
| with which the true wargamer approaches the rulebook. 
disadvantages of board wargaming are; the need to Send 
lots of time playing them, the necessity of finding someone 


with the computer. 


gaming. This puts them in 





THE 


BHICH TRIBUNE ? | 


| thecon 


else to play with you, and the inconvenience caused by hav- 
| ing'to leave the game components set 
One inspired bound by my cat Gabrielle once sent Napo- | 
leon's armies flying spectacularty across Europe! 

A computer wargame like Desert Rats gets round these 
problems, and it's obvious that complex board games of this 
Sort are the ideal type of traditional game to be translated 

literally to computer. But to overcome what's lost in transla- 
tion, computer strategy games should make more of an 
effort than we usually see to exploit the unique opportunities 
mittedly memory is always going to be 
| working against the game designer, especially on 48K 
machines such as the ! 
thought put into packaging and presentation for a start, and 
more of the game's “hidden rules' = the equations determin- 
ing the outcome of combat, for example — explained. Just 
because the computer does the work of dice-rolling and 
modifying, it doesn't mean that the player does not wish to 
know what is involved. 

Of course I'm talking about em parte type of com- 
puter wargame, and Em not f 
strategy games reviewed in FRO 
in the computer-only camp. But the particular charm of what 
can do - rolling dice, doing sums and pretend- 
ing to play a game with you - is ideally suited to merge 

with the board wargames. This contrasts 
with the sheer fallacy of role-playing on a computer, which | 
find, because of lack of space, | will have to talk about next 
month. 


ANNALS OF ROME 


Time to invade one of the four neighbouring regions... 
lead the legions? 


for enhancement. Ad 


usefully 








| in “real time”. The enormous time- 


| must be said that having high | 


* | game which are close to being 























up between sessions. 


m. 1 would like to see more 





ng that there are other 
LINE which belong more 














strategic factors influencing politi- 
cal stability and long-term military 
success, such as the appointment 
of legates, tribunes and regional 
commanders, the setting of the tax 
rate and the option of bribing the 
army to remain loyal ff a revolt 
seems to be brewing. 

Uniike most other games from 
p5s, Annals ofRomehas no arcade 
element, and does not take place 







scales involved would make either 
of these factors ridiculous, but it 







BASIC content (and being alarm- 
ingly easy to break into - on my 
copy at least) there are parts of the 







maddeninghy slow. H is the kind of 
highly strategic, abstract game 
which may not be too affected by 
a slow processing speed, but the 
moderately impatient dt find | 
that it detracts from playabilty. 
The main map display shows 
Europe approximately as ft was 
divided at the time of the Romans, 
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rather squashed into a comer by 


two panel displays. | say approxi- | 


mately because of course the 
political map of Europe changed 
regularly from 273BC, when the 
game starts, and as far as I'm 
aware it's possible to carry on 


playing Annals of Rome inde- | ERE 


finitely. This is an unavoidable 
simplification, but à does typify a 
faw in the idea behind the game 
design. There are twenty-eight 
states, including alia itself — 
| which you control from the begin- 
ning. Possessions of the O 

powers are shaded in a pattem 
distinctive to each race, though 
there is no index or description of 
| these "fillings” in the manual. The 
Homans do not have a pattem, 
and the visual impression created 
by this is that the Roman conquest 


of Europe made the continent look | 


a lot tidier! The countries are not 
identified by name, uniess there is 
no overall ruling power in the area, 
but a corresponding map in the 
manual does the job and prevents 
the screen becoming too cluttered 
with information. symbol on 
each country shows. either the 
military strength established in the 
area ff it is Over 10,000) or the 
code” of the ruling power. An 
unnecessary complication arises 
when vou start to conquer ter- 
ritories for yourself; Roman forces 
are displayed in units of 5,000. An 
over-large message window 
below the map throws up informa- 
tion Ina computer-controlled fash- 
ton. The player has no real control 
| over the sequatica of play or the 
accessing of information, but this 
| doesn't make Itself felt; the com- 
puter-generated sequence is 
complicated enough. 

The game opens with a series of 
football results', which tell the 
player which powers predominate 
(and where) in “the known world 
circa 279BC. A detailed break- 
down of each country's population 
is then given, and this information 
is updated at the beginning of 
every tum. Most countries are 
occupied by more than one race, 
although in normal circumstances 
onhy one has any military strength. 
Every time an army captures a pro- 
vince nt brings with ta small core 
of its own people, which expands 
f the occupation prospers, or 
dwindies away if another power 
captures the territory. Vestigial 
remains of former occupations 
have absolutely no effect on the 
gameplay — the only thing that 
really matters is the strength of the 
native population in a nation's 
hometland, because for several 
tums after you capture the temitory 
they will be persistently revolting = 
but it is an interesting touch of 
authenticity. 

The economics phase which fol- 
lows requires the player to set the 
tax rate between One and Two. 4 
high tax rate will increase income 
land so provide more money to 
spend on the amy, which 
increases recruitment — | think) but 
it will also trigger inflation, shrink 
your population, and make you 
unpopular. Once the rate is 
selected the recruitment figures of 
that game tum are displayed in a 
confusing manner, and other facts 
and figures are updated, This 
phase |s rather badly presented 
and does not merge smoothly with 
| the main body of the game, parthy 
because it is hard to ses how the 
players participation affects its 
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Humble beginnings — with the strength, wealth and population ofthe 
opposing nations listed below the map pa 


outcome, 
By contrast the next st y 
phase is fascinating; the player is 


| presented witha list of twenty-one 


personnel, all.of whom start out in 
Italia as senators. The senators are 
individually named in a convincing 
fashion — although historically 
dll had three names, not two 
— and their age is displayed with 
two figures which denote their 
ability, which never changes, and 
their loyalty, which can fuetuate 
depending on how they are 
treated. When more than one ter- 
ritory is controlled, the assignment 
phase enables the player to trans- 
port any number of officers allover 
the empire, andto change the gov- 
emors of any province which 
might be a breeding-ground for 
rebellion. In the later sta 

game the assignment phase is Of 
the highest strategic importance. 
Officers with good ability ratings 
are best saved for leading armies 
into combat, because loyalty is far 
more important than ability when it 


comes to choosing governors. If | 


the popularity rating has fallen 
below zero, erective organisation 
of the empire has collapsed and 
the personnel assignment phase 
no longer occurs. 
"Wa govenor does decide to 
rebe!, and more than one may do 
soatonce, he willrampage across 
the empire - and, mysteriously, 
across unconquered terrtory — 
towards Rome. Rome has the 
option of mobilising loyal forces in 
other territores against the 
advancing rebels, but unless the 
rebel army is very weak this is usu- 
ally a waste of resources. When 
arriving in italia a battle is fought 
between the rebels and the loyal 
army there, and if the rebels win, 
their leader is proclaimed Dictator 
and the player thereafter takes his 
side. Apparently later in the game 
an Emperor can arise, though | 
cant say I've got to that stage yet. 
Civil war is absolutely devastating, 
because it wastes army resources 
and leaves hitherto secure ter- 
tores without any cocupving 
strength. 

The longest and most important 
phase gives you the opportunity tó 


| vacuum-cisan Europe in the name 
| of Roman imperialism. Unfortu- 
- nately this is where the game 


slows down — the manceuvres of 


"each terrtory are handled in tum, 


and the player has to watch while 


esofthe | 





| provinces belonging to enem 


powers plod laboriously throug 

their moves one by one. There are 
twenty-eight countries and the 
player starts off controlling onty 
one of them, that means about five 
minutes of watching what the rest 


| ofthe world is doing. Although it's 
| Important to be able to see what 


other races are up to, the execu- 
tion of this part of the game is 
clummsy, unprofessional (especially 


Dy pss s standards) and infuriating. | 


Just a lítile more speed would 
have added an edge of playability 
to the combat phase, 

When tis italia's tum at last, the 
player is presented with informa- 
tion about his own military 
strength and those intheterritories 


| immediately adjacent. You can 


move troops into any one adjacent 
territory in an attempt to capture it, 


“OF YOU Can choose to do nothing. 
| There are three types of troop: 


Legionnaires, the excellent 
fighting units of the Roman army; 
Auxiliaries, who are non-Romans 
acting as support for the legion- 
naires; and Limitanei, fixed garri- 
son troops who cannot be moved. 
Auxiliares and Limitanei are 
recruited from captured territories. 
The player starts with a number of 
legionnáires, who, with a combat 
value of ten, are at a tremendous 
advantage compared to all the 
other armies in the ring. An army 
has to be led by at least one officer, 
chosen from a displayed list of 
personnel, Combat with the army 
in the temitory you are intending to 
capture is resolved immediately, 
but represents the outcome of a 
strugale for power that has gone 
on during the period of years rep- 
resented by the game tum. Some- 
times, but not often, the conflict 
remains unresolved until the next 
game tum. H the Roman forces 
triumph (as they usually do in the 
early stages), the province comes 
under the player's 
immediately, and if that country 
has still to have its tum, there is 
nothing to stop a march onto ter- 
rtories adjacent to it. 

The sequence in which the 
countries move is random, but it 
determines the structure of piay, 
If, for example, you march 30,000 
legiônnaires into Alpes in the first 
tum, whether or not you can pro- 
cesd to capture Gallia in the same 
turn depends on whether Alpes 
has had its turn. It's therefore pos- 


| compromise on 


control | 





sibie to capture several territories 
in the first turn, or possibly only 
one. This artificial limitation is 
unrealistic, considering that some 
of the game turns last twenty-five 
years, there is clearty no reason 


| why troops could not march 


onwards without restriction if the 
way ts clear, Something of this sort 


happens inthe civil war phase, and | 


although it would have required 
more. thought to make flexible 


movement work in the combat | 


phase, planning campaigns would 
have been easier and the game 
would fes less abstract, 

nais of Rome comes sub- 
stantially packaged in pss's usual 


"laudable style, though the cover 


art (5 excruciating. And although 
the instruction manual contains 
the sort of 'gqame-mechanics' 


| | information that | would like to see 


more of, it is organised in a most 
unhelptul manner. Well-written 
and authoritive background adds 
immensely to the atmosphere of a 
wargame, which has r all, to 
t5 on-screen 
appearance. Annais of Rome 
shows no sign of lack of research 
or absence ofa feel for the histori- 
cal period, so it is disappointing 


| that the authors don“ sharé their 


knowledge with us in the manual. 

| must say that | like this game 
very much, despite its faults of 
presentation and the paintul slow- 


ness of the combat phase, There | 


is something in the idea of recreat- 
ing the entire sweep of Roman his- 
tory that captures the imagination, 
and vacuuming Europe at the start 
of the game is very satisfving 
indeed. But | suspect that later on 
t becomes impossibly frustrating, 
as hordes and hordes of 
technologically advanced Goths 
and Vandals and Huns steamroll 


| dal legions in ridiculous nurm- 


ers, no matter how well you play, 
It is a game that ultimatehy, you 
car twin. 


PRESENTATION 49% 
Slow without excuse, and some- 
how the successive phases feel 
tacked together. 


| RULES 60% 


Some interesting material in the 
manual, but it is illi-organised and 
difficult to consult. There is a lack 
of historical material, 
PLAYABILITY 85% 
Despite all that, it is compulsive 
and fascinating. 


 AUTHENTICITY 86% 


Without question the authors have 
a deep understanding of the his- 


tory of Rome, and this is imparted | 


in the fes! of the gameplay. 
OPPONENT 50% 

Other races show a lack of com- 
mon sense, and will attack against 
impossible odds. However, 
because ofthe nature ofthe game 
there is not much scope for intelli- 
gent opposition anyway. | | 
VALUE FOR MONEY 75% 
While! feel there'salotof game to 
be gotoutofit, C12.95istoomuch. 
GRAPHICS 70% 

somehow they don t quite work; 
too elaborate to be called func- 
tional, and too messy to be 
cosmetic. 

OVERALL 85% 

The sum of this game is greater 
than its parts and | have to rate il 
highly. 








SILENT SERVICE 


' Publisher: Micro Prose 
Retail Price: £9.95 
Author: Sid Meier 


Some wargames take a very long 
view of their subject matter, cover- 
ing a campaign taking place over a 
period of years. Others Zoom in a 
tita closer and recreate the strat- 
eoy of a single battle. At the micro- 
scopic end of this spectrum is the 
War machine simulation." H you 
think about it, there cant be a 
more detailed wargame than one 
which allows you to press the but- 
tons. And Silent Service, a sub- 
manna simulation set In the Sec- 
| ond World War, places itself firmy 
| inthe category of wargame simu- 
hation. There's not so much 
mechanical apparatus that the 
military scenario is obscured, and 
not so much 'Jap-zapping' that 
the illusion of authenticity is lost. 
Conceptually, Silent Service has 
got it just nght. 

However the implementation 
falls something short of the prom- 
| se of the game design. | haven't 
| seen Silent Service on other 
machines, but from playin 
Spectrum version | can tell that ft 
has been translated from a Com- 
| modore. There's a style of design 
which shows that this is a too-lit- 
eral Spectrum translation! 
chunky graphics, wide spaces, 
large lettering, joystick fixation. 


The trouble with such translations | 


is that they tend to look slightly 
tatty around the Spectrum edges, 
ba Silent Service suffers from 
this. 

The quality that is most lacking 
is atmosphere. There is too much 
number-crunching,' and there'sa 
lack Of sound effects - there are à 
few, but those which exist seem to 
| Maghhight the deficiency (this is 

made worse by the long list 
describing them - for Amstrad 
owners | suppose). Despite the 
apectrum's well-known limita- 
tons, | fegl that more attention 
ought to have been paid to sound 
in a submarine simulation, The 
silence of the Silent Service 
ceases to be interesting when it's 
a default mode occasionally inter- 
rupted by squeaks and scrapes. 


the | 





Silent Service is supported by 
superb instructon, including 
detailed historical and technical 
information, and diversifying into 
maps, diagrams and charts. With 
a game like this, interesting and 
informativa documentation is 
extremely important. lt's unfortu- 


nate that the physical formatofthe 
manual” is so inconvenient; two | 


of those large sheets Of glossy 


paper which are supposed to be | 
tolded fifteen times into the cas- | 


sette box, and quickly get tatty. In 
the form of a booklet these instruc- 
tons would have been a joy to 


consul, but as it is, itis very. 
difficult to find things. Format | 
aside, the instructions contain | 


descriptions of the multiple stages 
and scenarios, technical informa- 
ton about the history and 'real- 
life" use of equipment simulated. 
There are three 
scenano, Practice,  Convoy 
Actions and War Patrols. The 
Practice scenario puts your sub- 
marine near the Midway Allied 
Base, surounded by a number of 
empty cargo ships which have 
been anchored in place so they 
cant run away. This scenario 
allows vou to learn how to operate 
the controls of the submarine, and 
how to aim and firetorpedos effec- 
tively. Though this option is mostly 
useful, the moored snips do have 
the irritating habit of drifting, mak- 
ing ft difficult to keep a good angle 
on the bow. The Convoy Action 
scenarios put you in specific his- 
torical situations. Somewhere in 


the Pacific you are faced with a | 


coNvoy, and you are equipped 
with a submarine appropriate to 
the time of the encounter, It is 
much more difficult to attack a 
moving, thinking target effectively. 
Every wargame has a scenario 
which really Counts, in this case it's 
the War Patrols. This option allows 
you an initial fifty days of fuel and 
complete freedom of the South 
Pacific. By roaming across a large- 
scale map you have to locate your 
Own convoys and deal with them, 


The aim is to sink the maximum | 


possible tónnage of Japanese 
cargo ships. 
OÔntop of four basic 'skill leveis' 


iypes of | 





— Midshipman, Lisutenant, Com- 
mander and Captain, difficulty is 
also controlled by what the game 
calls “reality leveis.' For example, 
the player can choose whether or 
not to have limited visibility, or the 
possibility of the occasional dud 
torpedo. Skill levelslike this which 
directly influence gameplay are a 
good idea, and one of the many 
satisfying touches of Silent Ser- 
vice. On the War Patrol scenario 
the player also has a choice of his- 
torical submarines which, fully 
described in the instructions, 
reflect the innovations which were 
added to submarines as the war 
progressed. 

ha first two scenarios merely 
land the player's submarine at the 
appropriate location, but the War 
Patrol opens with a large scale 
map of the entire South Pacific. 
There is certainly no shortage of 
convoys, and finding them is not 
at all difficult. There is a map to 
indicate the shipping lanes where 
the more valuable targets — oil tan- 
kers and troop ships = are likely to 


ba found, You can then 200m inon | 


the map to four degrees of mag- 
mitication, which will eventually 
show your position relative to the 
other ships in the vicinity. 

- Intemal control of the submarine 
Is based around a picture of the 
conning tower, complete with a 
picture of a man who | suppose is 
intended to represent the player. 
For some reason | found this 
screen shghnily disconcerting. It 
seems to take away the perspec- 
tive of immediacy, as if the simula- 
tion allows you to leap in and out 
of your own body. The conning 
towéBr screens main function isto 
act as a visual menu for joystick 


| control; by moving the man to vari- 


ous positions about the tower, 
other screens can be selected with 
the fire button. There are direct key 
presses to bypass all this if you 
wish. The game is paused while on 
the conning tower, so to get things 
going you have to be doing some- 
thing else. Climbing a ladder takes 
you to the bridge screen, which 
allows a literal view of the sur- 
rounding seas and provides infor- 
mation about visibility conditions, 
You can spot distant ships ofl the 
edge of radar range as yOu sweep 
round 360 degrees with your 


A quick scan of the engineering screen indicates that all is well 





OÔniy one torpedo on target, but it's enough to cause an oil slick 


TORPEDO DATA COMPUTER 


TARGET RANGE : 
TARGET SPEED: 
ANGLE ON BOL: 
LEAD ANGLE: 


lSssGsras 


"3 


TARGET COURSE: 


ES = 
', Ea giçi= 








| binoculars, but on the whole it |s 


safer to do that from inside the ship 
through the periscope. The peris- 
cope can operate up to a depth 01 
44 feet (if you remember to raise 
it). and can rotate- through 360 
degraes — also independent of the 
submarines's bearing, The peris- 


cope screen is vital when it comes | 
to sinking ships, as it identifies | 
targets when they are entered on | 
the periscope's crosshairs, and | 


provides information about the 
speed, bearing, distance and 
angle on the bow. Other screens 
show a panel of instruments relat- 
ing to tha condition of the sub- 
manne itselfand a damage report. 


Manoeuvring and postioning | 


the submarine is not too difficult, 
being largely a matter Of turning 
the hull by means of the rudders. 
There is no need to be pointing at 
targets in order tó fire torpedos at 


them. The periscope crosshairs | 


sim, and a handy device called the 
torpedo computer calculates a 
course fôr the torpedo, based on 
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the speed and bearing of the 
target. If you wish, you can tum 
this of and try to do this calcula- 
ton yourself — though | wouldn't 
advise taking on this extra diffi- 
culty. While | have faith that the 
program knows what it's doing 


underneath, the visual confirma- | 
ton of torpedo strikes is disap- | 
pointing — and often ambiguous. t | 


is reasonable that some torpedoes 
which appear to be heading 
straight for a target don't cause à 
strike, because it wams in the 
instructions that there were some- 
times faults in the mechanism. But 
| become cynical when the tor- 
pedo appears to shoot neatly past 
a ship — and then hits it anyway! All 
hits are accompanied by stunning 
silence, and a hit to the submarine 
is indicated by the corny (and dis- 
| tinctty un-submarine-like) device 
of a flashing margin. 

Japanese convoys are accom- 
panied by destroyers. The idea is 
to attack the destroyers first, then 
nes off the helpless cargo ships. 

nfortunately the convoys tend to 
scatter when you make your pre- 
sence known, making the chase 
frustrating and time-consuming. 
There is a facility to speed up time 
— às the designer points out in the 
instructiôns, real submarine pat- 
róis and encounters could last for 
| hours — but on this version at least, 
t doesn't seem to work particu- 
| larhy well, 

& designers of this simulation 
nave done a good job in fitting an 
| ambitious game environment into 
| à iittlg 48K Spectrum, and to be 

honest it's hard to find anything 
wrong either with thê idea or 
imptementation. | is certainly an 
impressive piece of software. And 





Nothin 


| yet, despite being someone who 


loves simulations of anything 
(especially with lots of buttons to 
press and technical detail to back 


t up), | feel uncompelled by Silent | 


service. This is disappointina, 
because with just a little tweaking 
(and extra bytes, | suspect) it could 
have had that extra something. I'm 


afraid [Em going to have to close | 


another review wishing for a 128 
version... no doubt to the imita- 
ton Of 48K owners. 


PRESENTATION 85% 
amooth, apart from a slight 
Commodore accent... 
RULES 90% 

Wondertul, detailed, atmospheric, 
informativo — etc, but in a most 
imitating format 
PLAYABILITY 70% 

much interrupts the 
playab Hity, it's just rather dull 
AUTHENTICITY 79% 

The documentation is excellent 
but the "feel" of the simulation, and 
the lack of sound, detracts 
OPPONENT 72% 

They act predictabiy, but are 


| sometimes genuinely menacing 


VALUE FOR MONEY 80% 
Thereis alot in this for your money 


GRAPHICS 81% 

Attractive, but the enemy ships 
look weedy and there's the usual 
simutation “blank space” syn- 
drome 

OVERALL 80% 

Professional, impressive and wide 
in scope 


SPECTRUM 48K & 12BK - £9,95 7 
Available Mail Order by return from Z= 


Cases Computer Simulations Ltd.,==e-s 


14 Langton 
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This is a new section of 
FRONTLINE which steps on the 
Giriio Tipster's toes ever so 
slighthy (sorry Hannah). | intend 
to publish suggested winning 
strategies for any game likely to 
column. Em 
starting out this month with tips 


for Annais of Rome hot from a | 


certain Philippa Irving of 
Oxford, but I'm looking to YOU 
to send in your own reports from 
the di front - starting from 
NOW 

It's essential to be aggressive 


| right from the start, or your empire 


won't be large enough by the time 
the first really tough enemies, the 
Dacians, arise. Your legionnaries 
can demolish any of the other 
races at first, so don't be put off by 
the size of tha Gaulish empire. 

A good first move is to capture 
Alpes with a a large number of men 
— 30,000 or more. Following that 
march straight onto Gallia, leaving 
minimal force defending Alpes. 
This cuts off the source of the 
Gaul's strength, aggressive 


D+ E, USE 





expansion Peg the next couple 
of tums should then eliminate 
them completely. 

During the early stages, never 
leave ltalia defended by less than 
20 units, otherwise you're asking 
for Rome to be sacked. 

Leave the capture of Gracea 
until you are stronger, for the 
Macedonians are difficult to over- 


come when they revolt. 
Concentrate your forces on | 
homelands, leaving safe pro- 


vinces under the command of one 
unit onhy (as long as they're sur- 
rounded by friendiy temitories). 

Always Choose loyalty over abil- 
Ity when assigning Governors, and 
save those of high ability for lead- 
ing armies into enemy teritory. 
Don'tlet forces build up too high in 
any territory, or even the most loyal 
of commanders may be tempted 
to rebeil. 

Never raise the tax rate above 
One, it isn't worth it as popularity 
Is Of prime importance. 


Watch out for the Dacians! 











A two way test of skill and neme=can you out? 
manoeuvre the awesome ogre and blast a path 
Hirough the myriadof colourful blacks-and on 

the return, are your reflexes fast erómgh to 
retrieve lhe speeding missile, deflected from 

its block shattering journey or regurgitated / 
contemptuousty from the ogre'smouth. 


Graphically brilliant. Compulsively 
absorbing, At the highest levels vour skill and 
speed must be exceptional. 


(BM64/128, Amstrad 7 /k 7 | cocitriaDE MSX 
mre E9.99 pk ElÃOo  /,jad! TAPE E 7.99 


Lorem pics Software Ltd.. ares 
10 Carver Street, Sheffield S1 418, Tel: [17 753423 


100 ACTION PACKED SCREENS MEANS THIS GAME IS OVERLOADED WITH FUN!! 








Franco Frey gets out 
his SHUGARTS, won- 
ders why ALAN 
SUGAR hasn't pro- 
duced a disk system 
for the Spectrum, and 
gets to grips with the 
DISCIPLE — the best 
thing in terms of disk 
interfaces since the 
(now unavailabie) OPUS DISCOVERY. 


PURE GOSPEL 


With the demise of the opus Discovery, the m world has 
slipped back into a dark and diskless existence. hope ofupgrad- 
ing the current cassette-based games market with a user-friendiy 
tai a is quashed by the lack of a standard disk operating 
system for the Spectrum = or at least one that's 
by the original manufacturer. Sir Clive himself 








ginally EO nail 


into the ms coffin by introducing an unsuccessful upgrade | 
in the form of the Microdrive —- this time it's good old Alan Sugar 
disk system with the Spectrum 


who's slipped up, by not providi 
128K Plus 2. nd dg gnt in Agi 
Along comes Alan Miles from MILES GORDON TECHNOLOGY to show the 
big boys what ought to be done, by introducing the Disciple = which 
| takes off where the Interface One fell short. Could this be the begin- 
ning of the New Testament? 


The Disciple is everything the 
Interface One should have been — 
and more. The multi-purpose | 
interface provides a disk interface 
for any two SHUGART ( | com- 
patibla 3 inch, 3.5 inch or 5.25 inch 
disk drives, a fully supported Cen- 
tronics printer interface, two joys- 
tick ports and a local network sys- 
tem. In fact, most of the things any 
serious or games playing 

trum user would love. 


PHYSICAL 


The Disciple could be mistaken for 
an over-large Interface One, 
plugs into the interface edge con- 
nection of the Spectrum and acts 
às a wedge-shaped support for 
the keyboard. 


DISK HERE, 
DISK THERE 


Any single or double disk drive | 
may be connected to the Disciple 
- as long as it meets with the 
SHUGART standard 34-way bus. 
Diaging around in the office pro- 
duced a cumana double disk drive 
for tha BBC which worked a treat. 
The caraio system can be con- 
| figured with the help of a utility pro- 
vided on cassette. This pr | 
enables the user to give all lhe 
details of the system, including all 
the parameters relating to the disk 
drives including the number of 
drives, tracks, sides, and the step- 


THROUGH PORT 
DISK INTERFACE 





ping rate in ini conti, K then | | JOYSTICK PORTS 
to ask about the printer | | | 7 
ând the networking configuration. | NETWORK CONNECTORS 
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SPECTRUM EDGE CONNECTOR 


4 


Once satisfied, it formats a disk (in 
single or double-density format) 
and saves the system with the new 
settings. Boot-up from then on is 
simple. 

On booting-up the Spectrum, 
RUN is performed and the system 
file is loaded from disk. Ready! The 
utility may be saved to disk for any 
future upgrades tô the system, 
and with this done the boring cas- 


| sette work can be forgotten. 
SYNTAX 
The operating system is an exten- | 


| Sion of Sinclair BASIC. To direct 
| the commands to the disk drive, 


the BASIC command must be fol- 
lowed by a Syntax Operator, 
which is either D1, D2 or D*, the 
latter accessing the last drive in 
use. Typing a capital D ensures an 
automatic display of the catalogue 
after the command has been per- 
formed, otherwise a lower case d 
will suffice. À normal file access 
could read like this: 

LOAD D1 "SAMPLEFILE” 
Ex-Microdrve users with the 
knack for convoluted commands, 
will ba pleased to know that they 
can continue to use the Microdrive 
syntax. Apart from the usual 








PRINTER INTERFACE 


ua 





“INHIBIT BUTTON 
SNAPSHOT BUTTON 


| fenames a file 





| LOAD, SAVE and VERIFY, the cas- 
| sette- based user will have to 
intlude such instructions as FOR- 
MAT, CAT, ERASE and COPY into 
their repertoire. FORMAT Di for- 
mats the disk in drive 1 in double- 
density format, FORMAT SD1 in 
single-density format. CAT 1 dis- 
plays a directory of the contents of 
disk drive 1 in extended form, giv- 
ing such details as program 
number (generated by the disk 
operating system), the filename 
(up to ten characters long), the 
number of disk sectors used, the 
type of file (BASIC, Code, Snap- 
shot, Screen, Microdrive file, 
Specials, data array or character 
array) and finally the starting 
address of the file and the number 
of bytes used. CAT?! calls up an 
abbreviated version of the direc- 


tory. 

to save keyboard work, a file 
can be loaded using the program 
number designator generated by 
the directory system. If the “sim- 
ple” CODE was number 5, the file 
can be loaded with a LOAD p5 


| commano. 


As with any respectable DOS 


the Discipie recognises wild-card | 


filgnames. These can contain ? 
symbols representing any charac- 
ter and * symbols representing any 
Ei of characters in the name, 
“RASE D1 "DEL" grases any files 
starting with DEL such as “DELTI- 
TLE” or “DEL”. ERASE Di 
“filename” deletes the file from 
the disk directory of drive 1, 
ERASE Di “name?” TO “namez” 
“name!” to 


“namez”. COPY DI “namei TO 


| D2 “name?” copies a file from 


drive 1 to drive * and renames | 
“names”. 

The Disciple has an auto-load 
file feature. When booting up the 
disk system with an initial RUN 
command, Disciple searches on 
the system disk for a file with the 
name “ Auto-load” and loads and 
executes it automaticalhy. All that 
is required is to rename the desig- 
nated file “Auto-load”. 


PRETTY PRINTER 


The Centronics parallel printer 
interface on the Disciple providas 


the Spectrum with the choice of | 


dot matrix or daisy-wheei printers 
— the printer port is fully supported 
by the system software, and initial 
configuration is affected via the 
Liility program. The Spectrum's 
normal printer channel! (2X printer 
or ALPHACOM) may be used, or 
the Centronics port brought into 
play. The number of lina feeds, as 
well as the number of line spaces 
before the left hand margin and the 
Gmpno Characters to printed 
or £ and ? allhaveto be specified, 


If the printer recognises EPSON | 


type command codes, the system 
doesn't have to be configured any 
further, as the operating system 
uses default values. Otherwise all 
the necessary printer control 
codes can be input for printer 
initialisation, character pitch, line 
width as number of characters, n/ 


| Tê inch line spacing, normal line 


text line spacing, bit image 
character mode for user defined 


| screen graphics, and amy other 


extra control codes for the printer 


used. The operating system rec- | 


ognises all the usual Spectrum 
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Deja Mal Ancara cia E GC a 
minimal 


this time created with 


print commands such as LPRINT 
(including TAB and AT Fi 
LLIST amd COPY SCREEN 

Experiments with a CANON PW- 


1156A printer proved immediately | 


successful = to be able to print out 


a screen dump without messing 


about with printer control codes 
was littte short of a miracle! 


TO SHARE AND 
SHARE ALIKE 


Two network connectors allow 
Spectrums equipped with Disciple 
to communicate with each other. 
There are basically two modes 
available: the Shared Access Net- 
work that allows up to 62 users to 
access the printer and disk drives 
of the master machine, and the 
independent Station Network 
which provides file access to indi- 
vidual users each equipped with 
their own disk drives and printer, 
In sach case the system fila has to 
be configured so that the system 
can recognise whether a station |s 
the master machine, and what the 
station number of each machine 
on the network is. Ff a Shared 
Access Network is set up, the 
users only need to input their sta- 
don number with a FORMAT N9 
(for station number 9) command, 
sending a file “TEST to station 9 
involves loadin 
LOAD Di “TEST” command and 
transmitting it with a SAVE N9 
command. NO specífies a general 
broadcast, which can be picked 
up by any station using a LOAD NO 
command 


JOYSTICK 


Iwo Atari-compatible joystick 
ports are available on the Disciple, 
The night-hand port is used for 
single-player events. fa commer- 
Cially-produced program asks the 
user to select Kempston or Sinclair 
mode, either option may be cho- 
| sen, The left hand port supports 
onhy the Sinclair mode for two 
| player games. The joystick ports 
do not have to be configured prior 
to Use. 


CHEESE PLEASE! 


The denied button enables a 
Photograph' to be made of the 
entire rum 48K memory so 


tfrom disk witha | 





affort with the DISCIPLE 


that the memo 
saved to disk. 
facility is the conversion of cas- 
sette-based games to disk for “in- 
stant load. To avoid pirating, a 
barrier has been set up in the 


operating system which prevents | 


SNAPSHOT files being copied. At 


any given point in the game, pres- | 


sing the button pauses the prog- 


ram and transfers the contents Of | 


the memory to disk in a SNAP- 
SHOT file, which may be renamed 


| atalater date. A further function is 


provided: by pressing CAP SHIFT 
and the SNAPSHOT button the 
current screen is dumped to the 
active printer port — excellent for 
mapping games! 


NO INHIBITIONS 


To avoid serious clashes with 
other peripherals the Disciple pro- 
vides an INHIBIT button which de- 
activates the operating system 


| and shuts down the disk drives. 


The system can also be turned off 
with an OUT 31,0 command, and 
stays off until an OUT 31,16 com- 


mand is received. In all cases the | 


printer and joystick ports remain 
active. 

A point to note is that should the 
opectrum be reset with the com- 
puters RESET button, the Discipie 
retains the operating system in its 
memory. So rather than reload the 
system file from disk, a simple 
OUT 123,0 reinitiates the operat- 
ing system. 


CAN I HAVE ONE! 


The Disciple is excellent value for 
money. lt not only offers an 
extremely versatiia disk and 


| printer option for the Spectrum, 


but also includes the facility to 
transfer commercial cassette- 
based software to disk. The man- 
ualis concise and informative. The 
fact that everything works first 
time (including the dreaded busi- 
ness Of dumping screens to the 
printer) shows that this is a well 
worked out design. Well done 
Miles Gordon! 


Producer: Rockfort 
Products, 81 Church 
Road, London NW4 4DP 
Price: £89.95 inc VAT 
Tel: 01 203 0191 


contents may be | 
e main use ofthis | 
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SYSTEM 7's handy litile reset box In all its glory. . 


[NISMA TRANSFER PACK 3 — for spectrum 
* tape to drive 


system to to convert many TAPE APE based programs 

DRIVE (no mater what typo) + O OTHER USEFUL utilítios. led Ps 

ir ppa EASILY converted to drive, Pack has at least 7 programs! 
NCLUDES S MANY UTILITIES (a. “val” creator, bytes es chopper/splitter, 

TAPE bue needeto convert rates.) Opus/Beta owners add £1 


fat ER Bk Spectrum 
a E11.99 om TAPE (E12.99 om Cartridge — 4Bk 1% onty) 


INFORMATION SHEETS - £1 each — approx & transters of popular prog- 
rams, per sheet - needs TP3. Up to No. 25 available. Specialofter-No's | 
1 to 20 only E4,501 


MICROTRANS 2b — for m/drive to midrive back- Frio do ERASE, den 
to drive (incl headeriess) = does NOT convert pros 

MICRO sair RUN aplcad fopip a O sv art For 
amy Spectrum.COD RESSOR = [3.50 
Overseas: add 1 a E? others gach product, SAE for details. 
NO RISK! — ALL OUR PROGRAMS CARRY OUR MONEY BACK 
GUARANTEE (not updates) 
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128 QUIRKS 
(at least!) 


An anonymous reader has written 
into ask to BASIC pr Two's 
extra memory in a program. 
The first std should make is that 
ZX BASIC can only handle about 
40K of program and data at one 
time, on any Spectrum version. 
The easiest way to gain access to 
the extra RAM on the Plus Two is 
to split your program ordata, load- 
ing different programs or arrays 
from the RAM disk as you go 
along. The RAM disk works fast 
enough to prevent annoving 
delays as the program runs, but 
you'll probably have to revise the 
design r program. If you've 
got 40K BASIC already, this is 
| effort is likely to be overdue! 


| 128 SOUND 





from Sweden 


e od be na 
surprise, surprise! t a 
“peça 1 28 made for the Erin 
market, and finds that the sound is 
not modulated onto the correct 
channel to work with a Swedish 
telly. There are two cures for this 
problem. The first is to replace the 
modulator — the silver box sup- 
ing the TV socket - with a 
ish one. These are cheap, 
tandard components = one firm, 
ASTEC, makes modulators for 
almost & everyone — and you should 
be able to get a Swedish sound 
and vision model from any compe- 
tent micro repair firm. 

t might be possible to 'tweak' 
the modulator to use a different 
sound-channel offset, but | 
wouldn't like to try it without a lot 
of expernsivo test | - The 
simplest option is to give up on the 
idea of getting sound and vision 
from the TV, and to connect a 
separate amplifier to the sound 
output on the DIN socket at the 
back of tha 128. 

Several readers have reported 
problems with distortion on the TV 
sound output of the 128. To some 
extent this |s inevitable, given the 
simple circuits used and the 
amount of interference of all kinds 
7 inside the 
sapato should be Gde quieter than 
the music — no louder than the 
background hiss on a cheap cas- 
sette, for instance. Ifyour machine 
sounds worse than this. you 
should com the TV noise with 
the output from tha SOUND soc- 
ket at the back of the computer. If 
this is less noisy, try different TV 
sets. the problem ists, but 
onhy on TV output, 1 1 Plus Two 
modulator needs to be replaced — 
otherwise, your TV is at fault. 

Some Plus Twos give a lot of 
background noise from a TV and 
from the SOUND socket. If so, and 
if you're willing to invalidate your 
guarantee, ty opening the 
machine and un-plugging the con- 
nector to the cassette player. Ifthis 
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| Canmake this 


TECH TITBITS 


gives a great improvement you 
ification perma- 
nent, without losing the use of the 
recorder, by putting a switch in the 
red lgad to the tape drive, and only 
turning it on when you need to use 
the tape. The rest of the time you 
should get a clear sound. | should 
stress that | have not been able to 
try this, as | can't find a faulty Pius 
Two to practice on. The idea 
comes from CHEETAH, whose MK5 
keyboard makes heavy use of the 
sound chip. 


128 INFO 


Alan Johns has not been p ng | 


attention. He wants to know | 

to redefine characters or disable 
the BREAK key on a Plus Two. The 
answer |5 simple: do it just the 
same way xa would on an older 
Spectrum. For instance, type 
POKE 23606,4 to shift the charac- 
ter set up four lines. This makes 
things pretty hard to read, so you 
should use POKE 23606,0 to put 
things back to normal. I've 
explained how to re-define 
characters in detail, and explored 
several ways of disabling Break — 
with various pros and cons = in 
CRASH issues from 31 onwards. 


A VOLEXING 
QUESTION 


John Marshall has written in to 
ask if the voLex Teletext adapter 
works with the Plus 2. Search me, 
John! None of us has gotone-—not 
even Franco. Please write to TECH 
TIPS If you've tried this add-on 
with à Plus Two, whatever the 
results, and put other volexers out 
of their misery. 


PLUS TWO 
PRINTERS 


| recently discovered that the 
ALPHACOM-Made Timex 2040 
printer will work with the Plus Two; 
like other £X-printer emulators it 
only works in 48K mode, as it 
doesn't use the serial port which is 
brought into play in 128 BASIC. 


Several people want to know how | 
to get Dixon's cheap and cheertul 
printer to COPY screens | 
from the 128. In theory this should | 
be possible: the same device is | 


sold in à bundie with the OL, and 
will print out graphics from the 
'Easel' package, with a little 


prompting. With luck and a follow- | 
ing wind (a thermal, of course) | | 


should have the answer next 
month. 


COMPILER RIGHTS 


E Cainsell wonders whether 
royalties have tô be paid to the 





compiler-writer if a p writ- 
ten with a compiler is published. 
The answer is almost certainly no, 


although some firms do ask youto | 


contact them before you publish 
compied code commercially. 
Firmã have tried to extract royal- 
ties under such circumstances, 
but — frankiy = | think this is just 
“trying R on . There are no royalties 
to be on programs compiled 
p or His0FT BASIC, but you 
must explain in the documentation 
Of your program that it uses joia 
time routines" which are cop 
property of the compier firm. 
- e Ud their CODER. with the 
ors of MCODER Ill requires 
sm to charge 'a one-off fee of 
150" f you use the compiler to 
write a commercial program. | 
have spent a while trying to con- 


| tact SOFTEK, Without SUCCESS. 0CSS 
"have gone bust, so | suppose you 


can do what you like with BLAST 


| code — that is, if you can get it to 


work! 


DATEL UPDATE 


The issue of CRASH containing 
; em EE sala 
on DATEL's Snapshot has only just 
reached the shops as | write, so | 
have onhy received three more 
comments so far. Stuart | 
and Connor Sadler have 
similar problems to those | found, 
whereas Simon Parkinson has 
written in to say: “Your out to get 
DATEL now amt you” (sic). “I've got 
neariy everything that DATEL make 
for the Spectrum (including the 
Snapshot) and they regreat, espe- 
cially the prices, 

Em not out to get" anyone, and 
I've nothing to gain by reviewing 
any product inaccurately. Appa- 
rently the Advertising otandards 
Authority às “tooking 
Snapshot claims. | will print their 
conciusions here, although |'m still 
interested to hear what CRASH 
readers think. 





SPECDRUM and 
MICRODRIVE 


D Wanklin wants to know tis | 


possible to load and save Spec- 
Drum patterns on Microdrive. The 
short answer is 'no', because the 
SpecDrum software onhy works 
with tape - it has deliberatety been 
kept simple, to leave lots of mem- 
ory for sampled sounds and 
your drum patterns. lt would be an 
awtul lot of work to convert the 
software, and you'd have less 
space for drum patterns after- 


into” tha | 


| you real 


| because | can't 

everyone a personal reply. At pre- | 
| sent | spend more time sorting out 
| COM 





wards. 

However you CAN save pat- 
terns with a 'one-press' saving 
device such as a Multiface, and 
indeed that's what | do to avoid 
tape loading times. You need quite 
alot of Microdrive space, because 


| the Multiface will save the prog- 


ram, samples, and drum patterns 
all at ong go. In practice this is 
qua convenient, as long as yOUu 

t need instant access to sev- 
eral full-sized rhythm files. 


ELITE JOYSTICK 
CLASH 


Stuart Bone, of Malta, complains 
that mREBIRD's Elite space-smash 
won't work with a Ram Turbo joys- 
tick interface. | spoke to RAM and 
FIREBIRD, and found, in essence, 
that both the program and the 
interface are too clever for their 
own good! R 
explained that their interface-gen 


grates keyboard and dec, pl | 


style" signals simultaneoushy: this 
disturbs Elite, although it doesn't 
bother any other programs. 

Ram had been selling the Turbo 
for a couple of years when the 
problem cropped up, but they 
looked at the design to see if there 
was an easy cure. There wasn't! 
FIREBIRD decided not to try to re- 
work the program, on the grounds 
that the code was already horribly 
e gba! iniguio need 

major changes, an program- 
mers had been asked to óna [U 
work on the “Spectrum — na with 
all the possible add-ons. 

Ram eventually made a special 
a and to fit between the Turbo 
and the: m — this disables 
some Ti facilities so that Elite 


| can run eira The snag is that 


the adapter needs two expensive 
edge-connectors and costs £a, 
even though RAM sell it at cost- 
price, as a “service. H you've 


| already got Elite and a Turbo, and 

want to be able to use | 

| your joystick, this is probably 

| best solution. H you've already got | 
beware! 


| ENDPIECE 


| Eve still ge 


the other, 





stacks of letters to ans- 


wer, and | hope | will have cleared 


| the backlog by the time you read 
| rio Em afraid that, fora while, I'm 
| Ea to have to ask you not to 
| fe 


SAEs with your letters 


to give 


( ence — usually just re- 
iterating things I've already written 
inthe column — than [do writing for 


“| ALL of you, and that's clearly 


counter-productive for all but the 
lucky few! That said, | hope you 
will continue to write in, because 
Hi continue to offer prizes tor good 
ideas, and to answer as many 
questions as possible in the 
A est The address hasn't 

ed: TECH TIPS, PO BOX 
10, DLOW, SHROPSHIRE, 


“sys 1ÃQ. 


Ram pie et 





| A . 


| Ã : y | À y 


TA 


ue Townsend 


EUA ER RA 
A NANA $ : h a y o. 


gire cá présinia ie computé ce ejon ct rinite Of 
riam Mola? Based on Sue Townsend best-seling book, an nes puts 
E with day-to-day decifions. It's a 

1 dtanas 


= 
“BBC B versionis not ilustrated, Produced by Mosaic Publishing Ltd. 
— — —|  — O O O 
The Growing Pains of Adrian Mole is available from allgood software stockists. 
Hyou have trouble findingit you can buy directly from Virgin Games. 
Please encircle the software you require andsendthis tear-ofito 
Virgin Games MallOrder, 2-4 Vernon Yard, Portobello Road, 
London W 11 ZDX.Make cheques orcrossed postalorders payable to 
Virgin Games Ltd. Please do notpostnotes or coins, 
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INTO THE 
NEW YEAR, 
VALIANTLY . o 


Ps q kd NYONE who knows anything about adventuring will 
DS, " have heard of LEVEL 9. lcd of Darkness was the name 
Rr given to RaNBiRD's recent release of their three adven- 
el pl ture Classics wrapped up as one, comprisi E ei 
à Adventure, Adventure Quest and Dungeon Adven 
DN January should have seen the release of another rg 
E) F à Silicon Dreams. This package has Snowball ( 
PAR | dh July 84), Retum to Eden (Dec 84) and The Worm in 
TE ei) Poraciise (March B6) all together for the very reasonabie 
| asking price of £ 14.95. The package includes a full play-guide plus Eden 
| Song, a novella by Peter McBride. 
InCENTIVE have just released a Paper Man nt System in the form 


of a designer pad which aids the development of GAC-produced adven- 
tures. Each pad has over 200 double-sided pages of A4, which makes it 
























Producer: Incentive 

Price: E7.95 

Author: Peter Torrance 

A touch of'the old Blazing Saddles 
and Little Big Man with this, the 
first MEDALUON release from INCEN- 

TnE produced with their Graphic 
Adventure Creator. Peter Torr- 
ance is the who Quilied 
those cheapie classics Subsunk 
and Seabase Delta put out by FIRE- 

BIRD, 50 it will De interesting to see 
how he performs with this new 
adventure medium at full-price 
level. 

It's 2am in the saloon bar of an 
old west town = known as 
Skintevilie for good reason, as its 
inhabitants, includin yourself, are 
short of readies. You are Luke | 
Warm, by both name and nature, 
as you sip on your tenth and last 
shot of liquor. Through the smoky 
atmosphere you make out the 
rotund outlines of some old-timers 
sitting in the comer, and presenthy 
their voices drift over above the din 
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goes that them pesky indi 





THE LEGEND OF APACHE GOLD) 





of the bar. “Yep Jake, e gra | their gold in the 


= al 


Copo (RR 


PE RO EN N 
é DEREK BRE WS TER'S À 


a rather weighty É so but INCENTIVE have agreed to send it out by 
post for E1.25 — ao apo costs 7.95 so that's [9.20 in al. The | 
| address for orders is RATE 2 Minerva House, Calleva Park, Alder- 
maston, Berks RG7 40W. | 

This month's reviews are made up of Dodgy Geezers, a Lever/Jones 
satire (remember Hampstead and Terrormolinos?) put out by MELBOURNE 
House, Apache Gold and Winter Wonderland, two GAC adventures from 
the firm that gave you the Graphic Adventure Creator, INCENTIVE, Landfall 
on Rollus, the second CLWYD ADVENTURE SOFTWARE game to be reviewed 
in The Trail (the first was Futurezoo), and Forgotten City, a game from a 
new outit called HAWK, which is a very good first release. 

Marks given in The Trail have hovered around the elghty mark in recent 
months, and there is à good reason for this. At one time | liked to review | 
a cross-section of arrivals, but recently I've thrown the poor ones | 
| and onhy reviewed the more worlhy releases. Perhaps [Il include a 
'howler" in the coming months just to balance things up a bit! An interest- 
ing-looking Book of the Dead, submitted by THE ESSENTIAL MYTH, Was 
accompanted by superb playing notes but unfortunately wouldn't load. 
Any company submitting reasonable quality material to The Trail and 
wondering why it hasn't appeared would do well to re-submit a copy 
which is sure to load. 

| hear that Dodgy Geezers is to be the last release from the Lever/Jonêés 

ip. This will be sad news to all those who have laughed their 
way through the couple's mirth-filled satires. The Trail would like to take 
this opportunity to wish them both the best of luck in the future. 





has just kicked the bean-can. Onhy 
trouble is there are some mighty 
trange powers at work in their ter- 
epi “Our chap isn'ttoo keen 
on the spooky stuff, but is quite 
excited at the prospect of seeing 
the glint of gold in his eyes and | 
sets off to find the injun's| 
grave. 
Groan. Yes — an iritant is spot- | 
ted as soon as you start playing. 
Your input begins straight after the | 
end of the location description 
(and on the same line). This is not 
altogether untidy, but what makes 
à worse is the splitting of words 
between lines. Groan Number Two 
is the way the program leaves one 
or two lines of the previous loca- | 
tion description on the tópofa new 
location description when the | 
graphics are on (although this | 
| ia to raio GAC leste | 
e's a shghthy scruffy to this 
game. The pictures would ba con- 
sidered quite good for a budget 
release, but when you get to the 
dizzy heights of £7,95 they don't. 
look so good. 
Loading leads you straight into 
the first frame, where you find | 
yourself in the back of a wagon on 


ave oftheir chiet. 


| hear that one of the Apache chiefs 





eJie | | 


AX 


Bs 


NA 





do Po f A 
PES A PRA 


a wild open plain. This first part is 

remarkably straightforward, with a 
brief and cursory examination of 
pa quais QUA O 


earty 
ins coil pega ANigadrnvid 
solved for anyone other than a 


beginner. For pm ria after your 


Cage ada a 


said item with the 
raro or spirit stick from the 
medicine man's wigwam come to 
nothing, as did the obvious 
attempt to chop the pole down. 
This isn't the only problem to be 
resolved in this area: getting a 
canoe under way in the fast 





cure, a hanging rope, asack some | 
| dirt, and a squaw's hand 


Problems abourá in the east, 

a skull on a stick guarding mis 
ance to a mine, a huge eagle on its 
nest on top of a rock face, and the 


| PRA PROA problem of negotiating the 


ot desert sand without burning 








of the indians. 


COMMENTS 


Difficutty: not difficult, easy start 














tal's residents to move up to the 
suburb where living in London 
makes some sense, and Teiror- 
| molinos, which showed where 
| you'd end up if you couldn't quite 
make it. Well, with this game here 
wa take a further tumble down the 
socio-economic ladder, to those 
who would be on the bottom rung 
were it not for their ingenuity. In 
| short, these are the folks who got 
on their bikes and made off with 
your video recorder. 

in Hampstead, your task was 
aa ci LEO 
o a turbo UB40 (a government- 
salaried job?), and in many ways 
this game plays much the same — 
except that the definition of social 





immediate and gi, si 
Thieving ts the usua ey otúraio life for 
| these crooks, but the character 
you control, just released from 
rison after serving three years for 
“pat im the Lorig Ditton 
Caper, is also preoc- 
paid with the little business of 
dealing with the who set him 


| sentence (he 
bad behaviour). 


alright on the Costa Brava, safe 
tom the prying eyes of Her 
Matesty's Government. To do this 
you must first get a gang together 
Ed o ld 
part of the adventure. The second 
part involves the itself, 
and lets you see how well your 
seia villains operate 'on the 


| To be totalhy honest, my first 
impressions of this game were not 
good. The adventure was 


| for a direction, for 


advancement here is à bath more | 


up, and landed him with a two year | | 
tan extra year for || 


The object is to find yourself a | 
nice little eammer which will see you | 








diabolical. Letters get repeated all 
over the place when a series is 
entered at normal typing speeds. 
Even when just puttinginone et 
example 3 for 
South, pressing ENTER gives you 
another S — this is frustrating 


enough to introduce a vicar to the | 


alioghts of Dlasphemy! 
e e ind 
as is 
fat with short, uninteresting loca- 
tion descriptions which are mostiy 
made up of directions to adjacent 
locations = for instance, “St Judes 
Road. To the nonth-east is Pork Pie 






| Parade, ando the south, Terminal 








to read it, aii Fa bet With is 


wiped you out. Do not despair 
though, this game does grow on 
you-once you take the time to get 
to know it a little better. 

On the simple level, the charac- 
ter set has been attractively rede- 
signed with round Hobbit-like 
runes (although the input W looks 
almost exacti ee the UI while om 
the more fundamental lavel, a time 





cinsalidd lo indians, | ing river also requires so vour feet. Graphics: reasonable 
wearing à blanket gives the | thought. | The adventure has some fine | Presentation: blinding bright 
the creeps as he flees what Once you get the w going | touches, like when you throw the | white bac 
regard as à great white spirit. | again (it had losta thereisa | dirt onthe fire which gives off puffs ie basically verb/noun 
“Fm um off” he Screams. large area to the east to explore. | of smoke. Examining the smoke pç notas fast 
Reading the sign on the totem | Picking up all the items on your | reveals your total lack of under- 
pole reveals that the indians are dd É At to | of emoke la — o e ni 
out to lunch (or more correctly, out | carry a considerable n vou | “Wish| knew Smoke is the 
hunting it). This gives you time to | are then left in the familiar - | amusing riposte. Atmosphere 88% | 
explore their cosy little setilement, ture dilemma — vivich objects ars The Legend of Apache Gold is Vocabulary 87% 
Ra po A ori posse voa associated with which problems? | an entertaining adventure whichis ADurary o, 
difficulty in finding out s | can remember include a | farfrom difficult. Bothexperienced | Logic 90% 
what the somethin jiterin stop spirit stick, tomahawk, a bottle of | players and novices would find Addictive quality 89% 
the totem pole is. All attempts to dirty water, a doctors medicine much to do and explore in this land | | 88% 
| Ea | Street, Awi lane leads south- | element has been introduced with 
| | west.” Although such construc- | da Dr o 
| tions are for mapping pur- | of zipping through Fri 
| poses, they leave something to be night and into Sa moming 
Producer: developed on The Quill, and'then | desired in ferms ofcreatingarivet- | you should so wish. reason 
Melboume House reprogr rammed by ASHMINSTER | ting atmosphere. why you you might want to alter time is 
Price: EB. 95 compuTino. Depariures from the program can be quite out | to fast forward to when the pubs 
et usual Quiled progr format | to lunch” at times, with a lack of are open, pubs being a good place 
Authors: Lever & Jones include the “longer than one line" | response that leaves the | to meet geezers (or so one 
entry, but the shows no airs | cold: RECARUIT GEORGE, would have thought — the game | 
This one sees itself as a real life | andgraces by ksepingtotheRfor | TACT GEORGE, and KILL | ismt quite that easy). 
adventure, which doesn't mean | Redescribe. GEORGE all give the same reply — The descriptions which 
much until you consider the previ- Urfortunately, asHMINSTER have | absolutely | Surely when can be ht up onto the 
ous  Lever/Jones releases: | not done a good job (with the pb Minde Mt D TER) are inspired. 
Hampsteaod, which lampooned the | Spectrum version at least) as the | be some sort of give an opportunity to leam 
desire among many of the capi- | input routine is nothing short of Just to round off this more about your peers = and a 


chance for the Lever/íJones 
humour to shine through. With 
these descriptions It's best to go 
straight to the crook's nickname, 


| as here lies the clue to how the 
a new HE 
something or someone must have 


character eams a living in the 
seedy London underworid. Jack 
id pg o 
twitch, an ree fingers on 
his left hand due to an explosion. 
nison ni e a 
ears arson around — in prison. 
Septimus Griffin e nie Raros 
fame?) who 


Terrormolinos 
| Cheertul and friendly, and Has 


scarred buttocks as a result of a 


| childhood holiday accident. He is 





suspected of 312 separate thefts 
of rare cats. But the crook with 
whom we can have the most sym- 
pathy is one Nbedele Jogo (Mr 
High-Score or Video in the Mr Men 
partance) who has highly cultured 
tastes, a PhD (Cantab) in Com- 
puter Science, but who fell foul of 
| the Tax Inspector and dead rs 
began a life of crime with a 1º 
sentença for tax evasion. 

Clearty, Dodgy Geszers isntthe 
| best-programmed adventure I've 
| ever played but that isn't really the 
issue with a Lever/Jones program. 
Humour is the name of the game 
here, and this program offers 
much amusement to those who 
either just read the cover, or really 

tto gnps with the intricate plot. 

ere's something about the 
LeveriJones style that | really 
appreciate. Take this example 
from the starting sequence = 
"Keep your noses clean, your 
eyes peeled, and your cheques 
crossed", and this advice on leav- 
ing prison — “Since you are a pro- 
fessional criminal, it should be 


yourself a crime to commit, and a 
gang to help you commit it.” 


as you must first prove your worth 
as a leader Dy negao the vari- 
ous intrigues Of the underworid. A 
question which will most certainly 
aço your mind on your travels 
ust who is the guy in the 

ucci shoes who seems to 

e in every shadow and door- 

way? 


COMMENTS 





Dificulty: easy to wander, not so 
easy to be a dodgy geezer 


an experienced cat burglar and | 


quite obvious that you must find | 


ecruiting the gang isn't so easy | 





WONDERLAND 


Producer: Incentive 
Price: E7.95 

Authors: Tim Walsha & 
Simon Lipscomb 


| Let'ssay aa away that | liked 


this one. lt's the second release 
from INCENTIVE'S MEDALLION label, 
and deals with a theme which 
should be familiar — even to those 
who aren'toff on one ofthose Eas- 
ter skiing expeditions. The prog- 
ram is well-proporioned and 
nicehy balanced, both in terms of 
story and difficulty. 

You begin, standing by your 
crashed Cessna light aircraft in the 
snow-covered Himalayvas, but 
how did you get there? That's a 
long story. 

ving studied and practised 
anthropology (bothering people, 
to you) for over ten years, you had 


would put your name in the 

anthropology books. That is, until 
you atado a Telex from Ed 
ussian Archeologist friend, 


| fi Kirov, curmentiy working in | 
Det. His message related hisdis- | 








covery of a civilisaton as 
advanced as Mankind, yet totally 
pi tdo of it. Sergio requests 
eave for Tibet immediately, to 
dive the kind of advice which has 
given you the title of the man who 
takes the apology out of 
anthropology. 
Sergio is nowhere to be found 
when vou land at Lhasa airport, 
but one of the locals tells you that 
he left a message requesting you 
to meet him at the dig site. 
Although the airstrip was on the 
lower slópes of the Himalayas Tt 
was relatively accessibla and you 
were thought a competent pilot. 
You hired a run-down but func- 


"tioning Cessna and crash-landed 
right into the first location. Just 
| before you baled out, you could 


have swom you saw the glint of 
sunlight on a glass building — but 


| Surely not out here in the middle of 
all but given up on your dreams of | 
making some great discovery that | 

negotiate the ferocious bear, hav- 


nowhere? 

lf all goes well, you should 
ng previousy - yourself 
for the conditions by picking up 


| the fur coat and snowshoes 


the Cessna. Picking up the coat 
has vou wearing it, which is just as 






cedo 


| a» Be 


| AA ag ARES, 


well, as the program does not 
understand the verb WEAR. An 
umucky pot-holer sees your next 
advance; ER si profit from the fact 
he's as as a plank and won't 
be needing his equipment, which 
is precious to you in your predica- 
ment. Following things through in 
a fairhy simple manner you will 
come upon a small round ice cave 
where a frozen waterfall hangs 
down from the pizad Pee atedge 
hangs high up on east wall. 
Here lies one of my few means 
about this game; the program 
does not comprehend THROW 
ROPE but atcepts CLIMB ROPE — 


without you first throwing k or. 


otherwise tethering it to some- 
thing. | don't know about you, but 
to me this somehow doesn't feel 
night. However, such inconsisten- 
cies are rare, and on the whole the 
program is reasonably intelligent — 
and sometimes quite innovative, 
as with the icicle which melts on 
bb the warm environs.of the 
Winter Wonderano is in the 
same sort of ball park as Apache 
Gold when it comes to difficulty of 
play; both games are popularist 
and will appeal to beginner and 
devotes alike. In the entertainment 
stakes, again, there is not much 
between the games — it really 
ds upon which theme app- 

the most. Winter Wonder- 
land's location descriptions are 
never particulartiy long, but they 
are always well-constructed, 


tono pieces with clues as 


di dh edi Ato 
Sxampie 
example. o Adventure Creator spt 


do. 





Difficulty: not difficult 


a 


o 
“E 








Producer: HAWK 
Price: £3.50 
Authors: M Adams & 
M Kennedy 


| had a quick read of the letter 
accompanying this one, andifl got 
the facts night, HAWK is an acronym 
standing for Home Adventure 
Writing Korporation. The three- 
man team (the third is an Andrew 
Sherlock Heads who is chief tes- 
ter) are only sixteen years of age — 
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FORGOTTEN CITY 





pretty good going when you con- 
sider this Quilled, illustratored and 
Patched game isn'ttoo bad at all- 
certainly one of the most profes- 
sional mail order games received 
this month. 

The inlay is of a professional 
standard, the storyline is most 
readable and the program skips 
along nicely. There's also a crafty 

marketeering going on here 
imust be those business aware- 
ness lessons they have in schools 


in front of the news cameras) 
whereby the first 25 people to 
complete this trip to the almost for- 
gotten Atlantis get a free crack at 
their next release. | would, hów- 
ever, take issue with one piece of 
business bureaucracy that should 

be left in the textbooks — allowing 
28 days for delivery went out with 
the siide-rule in every office except 
those in the public sector (and 
estate agents of course, how do 


| they get away with 9. Boys, 


unless you're training for a life in 
the Civil Service, | would send out 
games by return of post. 

As you might glean from the 


Graphics: few and far between; ti r ; 
mainiy mug-shots in frear | Graphic: que good in places 
tt li dd a Cc o Input facility: includes AND, 
Response: fast e std 
General rating: more interesting EL | | General rating: a well written, 
gd more you play and get into the YOU are by thêe urêeêckag interesting story 

eme crasghed Céstna Light a 
At h 79% SF SADUSNORE ThE girar 

mospher | OushoORSs ThE : E 
oi Fy dt londertafid.” and then Vocabulary 81% 
Addictive quality 85% | Mhat nous stamp on radi | Addiictive quality eso 
Overall 869% Overall 89% 





intro, this is à cut above your usual 
mail order game; take the option 


| of Side A and its black print on 


white background for masochists 
and the Side B option of restful yel- 
low on black = yummy! The 
character set is clearly rede- 
signed, which is a blessing after all 
the unreadable scrolls I've strug- 
gled through in recent months. 
The story behind this one reads 
well, 50 let's have a look at it. 
Reports from the garth monitori 
satellite, Intelsat, have eita 
a source of radiation somewhere 
in the mid-Atlantic. Co-ordinates 
obtained from radio-thermal 











| “variations" that were to cause all 


scans suggest a man-made 
source — vet there is no land within 
a thousand miles of the area! à is 
your good self who first propounds 


“the theory of the lost city of Atlan- 
vou become interested in | 


tis, and 
the myths ot Neptune and the 
Power Trident as told by that 
Greek raconteur, Plato. 

The Trident gained its energy by 
concentrating a power from the 
green rays of the planet Neptune, 
giving the Sea God the ability to 
contro! the elements. Neptune 
descended to the depths for eter- 
nity, but left his trident in the hands 


| of the Atlanteans. This great civili- 


sation designed a vast security 
complex to house the treasure, 
and nt has remained there ever 


“since. Clearly, if you could grasp 


the trident and bring it back to 
England, the reality of Atlantis 
would be proven ob aj wealth 
assured. À fight aircraft takes you 
to the scene of the radiation, and 
fiving through dense grey clouds, 
rat last see the lost city, far 
below and basked in apparent 
sunshine. 

You begin with an imaginative 
representation of a beach, which 
is smartly boxed in — showing a 
rather clean-cut and attractive 
screen image with the yellow on 





ROLLUS 


Producer: Clwyd 
Adventure Software 





| Price: E2.99 


Author: G Frampton 


k began as just another routine 


ri survey. The starship 
jebuta IV, already two years and 
23 new worlds into her mission, 
had dropped into normal space in 
the vicinity of a bright white sun 
ground which orbited a system of 
eight planets. Of these, onhy the 
third sesemed worthy of further 
investigation. 

Ji4692 was an Earh-type 
world, comprising two large conti- 
nents separated Dy a vast ocean, 
across which raged strong winds 
and heavy storms. The native 
population, that appeared to 


| resemble Mankind closely, was | 


estimated to be at technological 
and cultural level FO ie roughhy 
equivalent to Middie Ages 
Europe), although with two 
marked variations. Magic, in a vari- 
ety of forms, seemed com- 
monplace on both continents, and 
secondiy, a small area of Conti- 
nent Two proved impenetrable by 
ship sensors, an anomaby totally 
out of Keeping with the planet's 
technological level. 

As it tumed out, was these 


the trouble. 

The year is 2285. Mankind, hav- 
ing finally solved the problem of 
interstellar flight, has set forth to 


| explore the Galaxy under the strict | 
control of the Department of 


Galactic Survey and Colonisation 






om [E 
td 4 K 
Ea 


EE 


black option. Now, being a bitofa 
berk, or perhaps in the endeavour 
to explore all pathways, | went 
about the business of climbing into 
my Douglas light aircraft, inserting 
the key, pressing the button and 
shooting off for home. Unfortu- 
nately, | hadn't attempted the 
adventure and did not have the tri- 
dent — but at least me telling you 
this saves you the bother of climb- 
ing into the cockpit straight away. 


| Having decided to at least have 
a quick loo 


k round Atlantis, | got 
on with the adventure, headi 
east into the coastal forest with its 
low bushes and exotic bemies. 
Examining the berries revealed 
them to be medicinal fruit, but 


pres them up wasn't acknow- | 


edged with the age-old OK, 
instead you have to reson to 
checking your inventory. So now 
vou have a small key and a 


| machete (from the start) and the 


exotic fruits. | don'tthink I'm giving 
anything away when | say that the 


machete is used to hack away the | 


undergrowth around the ancient 
Atlantean temple, but getting over 
the precipitous edge of the lava pit 
there might prove a little more 
tricky. The path to the city of Attan- 


-tis lies another way. 


The city of Atlantis is à highly 


- commonhky known as GalSÃC. 
The name, as it tumed out, proved 
extremely apt as the human race 
quickhy began to strip sach new 
worid of ita assets with little regard 


for any native population unableto | 


assert its rights. | 

The job of the SAC ships was to 
locate and conduct initial surveys 
of potentialy useful words. À 
small, self-sufficiont shuttle-craft 
containing 3 Survey Ófficers was 


| ejocted into the atmosphere of 


sach promising planet, to be col- 


Earth Year. The SAC ship mean- 
while continued on lts eb 
repeating the procedure until all 
the survey shuttles had been 
eleased,  retuming at the 
appointed time to gather up the 
ships and the crews' valuable 


| findings. 


As one of the survey team allo- 
cated to J14692, your mission was 
to umndertake an investigation of 
the section of Continent Two 
which was impervious to the SÃO 
ship sensors. Your mission came 
to an abrupt end however, when 
the shuttle developed a malfunc- 
tion resulting in engine failure. You 
were the onhy survivor of the resul- 
tamt crash, 

With no radio to contact the 
mother ship on its retum, your 
future looked uncertain to say the 
least. Would it be possible to make 
a radio on such a primitive planet? 
Your only hope seemed to be the 
blank area a world away — but how 
would you get there with no 
ocean-going ships? 

Then one night you find yourself 
at the camp-fire ot an old traveler. 


| lian Sector. The 





lected again m approximately 1 | 





— mat 


— 


à E Eu a 
Ap 
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advanced one - its marvellous 
structures and 
enclosed in a huge glass dome 
which is used to regulate tempera- 
ture and climate. urban area is 


divided up into blocks or sectors. 


Notable examples are the Cultural 
and Civilian sectors (neither title 
sounding appropriate when “A 
robot dog comes up to you, lifts 
one of its legs and proceeds to oil 
all over your feet!). Galleries and 
Museums are to be found in the 
Cultural Sector, while homes, gar- 
dens and parks lie within the Civi- 
Atlanteans them- 
salves are a kind and gentle race, 
who refrain from any sort of vio- 


lence. Even so, crime does exist, 
hence all citizens wear identity 


tags which bear the symbol of the 
trident. These tags are inspected 
by robots who soon have you look- 
ing in from outside the perimeter 
fence should you be found without 
one. Avoiding anti-social mechan- 
ical dogs and robots, you will still 
find the city's drunks bumping into 
E but you can wreak revenge 
y stealing some loose change 
from the people of the street on 
gar's Comer. 

gotten City is a superb 
adventure for a game only availa- 
bile mail order from (HAWK ADVEN- 


| The man recounted an ancient 


legend, the origins of which were 
lost in the migts oftime. The legend 
stated that a race of Shini Gods 
once ruled Rollus — the planet's 
real name, which stemmed from 
that earlier occupation. The 
people lived in peace and plenty, 
until one dark day the Gods with- 
drew across the ocean to a place 
where none could follow. There 
the Gods wait until this very day, 
for the Golden Age to once agam 
returm. 

The only other useful informa- 
tion you are able to elicit is that far 
to the east, within a circle of uns- 
calable mountains, there may lie a 
portal used by the Gods aeons 
ago. The location remains à mys- 
tery, for although many have 
sought it, none have ever retumed. 

| must say, whatever the pros 
and cons of playing a CLWYD ADVEN- 
TURE SOFTWARE game, at least the 
background stories are entertain- 
ing and well-written. However, as 
with their previous release, 
Futurezoo (which is now available 
for £2.99 from cas), the program 
itself isn't so well put together. li 
has a bad case of the “You Can'ts, 
centred around the fact that about 
the-onhy thing you can do is pick up 
the very obvious object pointed 
out on a separate line in true primi- 
tive Quil style. Similany, the 
pxamine command only seems to 
work on these obvious objects — 
and even then only sparingly. Take 
the two objects, the Dog and the 
Jester (who you fi in the 
Innhouse, and is a peculiar object 
to pick up... | think pedia ho 
Neither the | nor the Jester 
(who wanders off after a while) can 
be examined — surely something 
of note could have been men- 


| tioned for such a colourtul charac- 


ter. 


buildings are | 





| Overall 


LANDFALL ON 


| despite the accompanying 


| devised that this method sees you 





| tostruggle through the unimagina- 
| tive and deadpan first part in order 
| to get to the main adventure. 


Difficulty: difficult in an unco- 
Ive sort of way 

Graphics: none 

| Presentation: plain 
Input facility: verb/noun 
ro Quill, and therefore 
General rating: assumes a lot of 
patience on the part of the player 
Atmosphere T1% 
Vocabulary 56% 
Logic 63% 
Addictive quality 60% 
Overall 62 







TURING, 28 Hollowgate, 
Bamburgh, South Yorks 


7BH). The location descriptions | 


aren't particularty long and evoca- 
tive, and the vocabulary can be 
strict on occasions, but has 
many strong points — not least of 
which is its ability to skip along 
merrily while keeping the adven- 
turer thoroughly engaged. A 
sophisticated job lads, but drag o 
would consider putting back tr 

deadline for your competition, | 


think February 1 is a bit earty = for 
| this review if nothing else! | 





COMMENTS 


Difficulty: 


y: straightforward 

nu imaginative and colour- 
fu 

| Presentation: good options 


Input facility: verb/noun 
Response: fast Quill response 
General rating: good 


Atmosphere 
Vocabulary 
Logic 

Addictive quality 


83% 
89% 
89% 
87% 


The adventure is one ofthe most 
difficult to map, with south revers- 
ing a north on only rare occasions, 
notes 
which advise the player to draw a 
map. 1 found by the best 


press any direction key at r | 
= the structure has been so 


shooting around efficienthy, wf 
the more careful mapping of 
routes does you no good what- 


soBver. 

Landfail of Rollus, the first part 
of the Starworid trilogy, is à text- 
onty Quilled adventure obtainable 


Avenue,  Bryn-r-Baal, Mola, 
Clwyd CH7 65Z. Considering the 
amount of effort put into the prog- 


the game entirely, but | think the 
adventure assumes too much 
from the player = who is expected 
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86% 


by mail order from 14 Snowdon | 


ram and storyline | can't rule out | 


















a e | wa 
a e Me, Wrath of Magra, 





found all the objecis but what 


eo to sey Vin no good at 
Isis no 

adventure movies: I've finished 
&, Avalon, Dun Darach, 





TrN | Nog, and more. | also feel it 
to make a corraction to 
P Stevenson's Lords of 


- POKEs wa 
“tt crashes 





ans Nov 85 as; 1) 
| and 2) 


LOM is: en ai a triliant adventure 


“that those who have it cannot be 
without this POKE. To remind you, 
“the POKE enablas you to walk 
through wandering ice trolls, dra- 


“gons, wolves and skulkin, to 


- move-at nigh «and not become 
immobile wien 'utterly tired”, to 
move out of battles at any time, 
“and to have immediate access to 
- ali characters, so here tis. 


1 REM MIDNIGHT POKES 
à 10 CLEAR pç FONE 
















e ii Uno 4 oa 





o furo tre” 


álso, ff the author 
the conversions to 
other computers this will go a 
pri way to tracking down 


HALF WAY UP THE 
WALL SEEKS MORE 
OF THE SAME 


Dear Derek, 

What |am 3 about is (belisve 
It or not) adventures! | have just 
started on the things, and Em not 
doing too badly. I've completed 
Mafia Contract, Seabase Delta, 
and El! Dorado. (not to mention 
being half way through Mural and 
| wonder if you could help me. | 
want some vor ted my I 
have practical ção gr 
ful collection, and | would like you 
to: recommend some good 
) games to me. | krrow 
whole point of 
SIGNPOST and your reviewing 
games, but I'm damned mf I'm 
going to sit down and go through 
every single ong of my CRASHes, 
Thanks for your help, sir. 
Scott Robinson, 


hadn' po did e 
game onty give | 
mere 909? e 
Anyway, eno been 
about LOR already and | do! 
that while peopis are quicicto ent 
cise they never seem to write 


saying how good a company ist | 


am going to change this. Hhave 
all Of DELTA 4's games and | asot 


that their spoofs are far, far better 


than games like LOR which you 
seem'to adore. there is anybody 


out. there in the minority of people 

sia have emos a pç ii 
Fen soa dá 

Ame SoM + hi 

WHATEVER 

HAPPENED TO... 

Dear Derek Brewster, 

Please help Fe ao nor vil 

know anyibing ab 

- nbér The 


- purpose? 
“-Misited 90-plus locations, | must 







Etnias me at ail. 


aids peso - Hhink this will 
very “you cannot pass a 
particular location because of a 
ba monster. | must tell 
tried it in the. 

Uthink TH 


“also dor graphic version. 
Abgut 


8, could you 


o tal o ni cb 


i&-to find spells and discover their 


so, and after having 
tell that [ind this game very boring 


“because there are too mary loca- 


tions you can travel without having 
to solve puzzles to progress. | 
must say that this kind of thing 




































ca 


E aaa bio cin 


Erin So 
oiço vel me. something to get 
me interested in the game, 

The second thing I've disco- 
vered (| don't know fm the firstto 
think about àt) |s the fact that you 
can load a Quiled game into The 
Quill, and so you -are able to see 
how the authórs have done all the 
game (and of course if you know 
how to work The Quill you'll be 
able to solve the puzzles). This of 
course will spoil the game if you 
are not careful. I've done this with 
Tower o! Despair an Hampstead, 
but haven't been able to do it with 
the other Quilled game! have: Ter- 
rormolinos. : 

Jogo Carvalmo, Lisbon 





TRICKY INTERFACE 


portant question (and 
om, the briiiant GAL. 








GR o Mio ea ” 
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e 
FD Withwinter's dark presence firmiy 
E ripping all those who venture out 

pra many minds. may tum 
towards adventuring for intellgc- 
tual escapism. Ensconced within 
walls, in gioomy, warm cluttered 
rooms, we might e at falling 


SNOM, nebulous a orange in the 
glow of neon city lights. And after- 
wards, when the firmament shines 
clear, and the moon gleams with 
mystic mischief on the B edroses 
in gardens, their black silhouettes 
a striking contrast to the pristine 


“Snow, yOU may shiver at the uni-: 


verse, its enormity threatenini to 
o you, cold ng 
trom the night skies as you long for 
security. And at iast you're there. 


k — You stumble into a comer, aa 





uppiy the power, press 
buitons and relax. as the electric. 
— -currents you've unlgashed bring 
— you closer by the microsecond to 
- lhe artistic portals of your next 
great adventure. 
The above is an attempt to 
Alega the experience that a 
- computer game should be, a mar- 
velious entertainment in which you 
participate rather than just regard. 


E leis this quality that gives comput- 


ing a dimension more than TV, and 
one that, should programmers cul» 
tivate the “adventure movie” more 

and more, could eventual seo see 
ciano rbd rival television 
as à eng Or a ottaçd 
improved ic resolution wi 

anabte us to realistically enter into 
characters we view: De wizards, 
knights, astronauts, or anything 
eles, Animated adventures such 
as Avalon pioneerad this concept 
and [look forward to a 128K future 
and beyond, where these games 
va become even more realistic, 
7 desça and more of an 





























“AWnén! heara ot winite Ear 


— A rushod down to the local com- 
“have used ft to make small. 


and bought myself a 


ar Mio outras and Ioid actu- 


alhy make a-small 


Detender- 
o Cida dp 
dventurs Creator and 


have. Sa many. painstaking 






hours plus a lang e soni, 
The was the limite & lieron 


irei o jons do! Wen 

a bare minimum, lcd maes 
long atmosphere. untons | 
had to limit use | oi gra 
altogether (and ma E 





yourself, adventure games without 


“are not too commergial 
nowadays). Edo not like theides of 
making multi-part. adventures to 


- Such an extent as to have onty 


ty or eighty. locations 
part (1 the áreas too small to 
work in). Lately | have been con- 
sidering an upgrade to 128K and | 
pau a to know ff there is any. 
way Of accessing the extra mem- 
ory of the 128 so | can really go to 
mo 





LAUNCHING cruz 
MISSIVES 





My friends and | com sd LAf- 
faire Vera Cruz and here is our sol- 
ution. toe feet pato o 
WE, Acc one E a 











note, one: matenbox trom 








lr Pest Td Naga a ate 
from Nadine Lafeuile who: said 
that Vera was afraid of. a certain 
gvpsy” because she knew too 
much about a- certain business. 
We then contacted the CRRJ Lyon 
and asked for info on “Fuzzy' and 
we found out that his real name 
was Abdoulah Hocine. Next we 
got his statement and he told us 
that Vera's pimp was Philibert 
Ziager. We then went to the CRAJ 
Lyon and asked for info on Ziegler 
and we found that his nickname 
was Gypsy, ma he had been 
arested for of 











on Ziegler 
that his celimates were Geo 


Bor le: 


nd à - amested for receiving 
the 


Philibert and we learmt 


Lerat and Gilles Blanc. We : 
lgarmt that Ziegler lives at Carol 
Square St Etienne. Next we gotthe 
ES do und e Frarapor 
Cou at the Tr 

Cafe in Givors 69 (fom Vera's 


diary). She told us thai Vera did not 
commit-suicide and that she knew 


too much about a fes pn ua eu ne 
other clients, a Huber Delroche 
St Etienne. 

we then got the statement of 
Hubert Detroche. Just'type in St 
Etienne for his address and he told 
us that he had visited Vera but his 


wifg had bsen murdersd in arob- 


bery and the affair was being 
handled by Giat 51 Etienne. We 
then contacted the Ciat St Etienne 
and asked for information ón Her- 
bert Delroche Aair, bai told us 
that during the | bb Mm 
Delroche was sho! by someone 
who answered to the name Phil. 
Also a 9mm cartridge marked 
TE9F3-79 was found and that the 
ni ih a BMW. 
we contacted the CRRJ 
es ind asked for information on 
the mm MAC 50 automatic pistol, 
serial no G56743, We were told 
that the gun was stoten from the 
barracks Of the gunsmith of the 92 
IR Clermont Ferrand, and the affair 
wa handied by the Gie Clermont. 
When we contacted the Gia Cler- 
“dana p told us that the gun had 
n along with a Datch oÍ 
espada ca marked TE 9F 3-79, 





also there was a BMW seen in the 


im CD 





nerah ne or oo Cormpart 
and enter Pribert Ziegler. 


1 q Next go to CRRJ Lyon and ask for 
By. Information on Gilles Blanc and 


you will be informed that he was 
stolen 
- The affair ab indo, by 


Ê Cat Lyon. Next « 


di “enter 
Identification no 9 1CD B9. You 
will get a r 
Philippe Bianc of 32 Terreax 
Square Lyon 69. Call up the CARR 
Phitippe Blanc and à 
will tell you to contact the BORJ St 
Etienne. The Borj will tell you that 
Philippe is wanted for atiempted 
murder of a brigadier Leroux and 
the affair is being handied by the 
CIAT PARIS. 
Get a statement from Philippe 
Blanc to get some information, 
then contact Gilles Blanc who can 


'be found at 2 Station Street and 


get his statement — he will have an 

alibi. To check Giles Blanc go to 

comparison and enter Gilles Blanc 
some more useful 


to 
oo Epp 
ie St Gal- the temem bd hq 


y- congrat 
ne 32 this will give yo thed 


has already been 


ly the car belongs to 


pec a an 







admit to Veia murd im 
have to do rom Is. 


Bi: e Vera. E E pa 
“our relentiess pursuito átiho vit. o 
tain merits m E RR 









- Dear Derek, 
molda to you about the game 


The Colour of Magic. Here is a pro- 

to list the vocabulary. | know 
em rt list the vocabulary 
erp but 


DELTA 4 have improved the 
and used security pol The 


program that Richard Heywood 
sent in is included at the end, : 


10 REM MAGIC POKE BY PAUL 
MATHEWS 
20 BORDER O:PAPERO: INK O 


30 OVER 1: INK 8: PAPER 8: 
CLEAR 24899 : RANDOMIZE 
USA 32768: POKE 238130: 

LOAD “" CODE : POKE 296130 


70IFZ<320RZ> 164 THEN 
GoTO 90 
80 PRINT CHR$Z; 

90 NEXT N 


breai af E je E 
RANDOMIZE era 








There was another record 
mailbag this month for 
SGNSTUMEPS, with questions 
spread over a wide range of 
games. Plltry to answer ques- 
tons on as many different 
games as possible, 


Several adventurers are 
stuck near the beginning in 
KwaH, being unable to escape 
from the padded cell. 

Before you are caught you 
should SFDPSE LXBI — this 
can be played back when you 
are tied up. Once free you 
should return to being Kevin 
and OVU QBTT JO HBO. 


NM Girling from High 
Wycombe is stuck om NEVER 
ENDING STORY and writes: 


“ Lhave reached the tower after 
Fantasia has disintegrated, 
have managed to find my way to 
the top and have come across 
the door which refuses to open. 
Hsays itwillopen only to people 
itiikes — polite people. No 
amount of compliments or 
requests ór just waiting politeby 
will persuade the door to open. 
How do | get through? ” 


Hf's quite simple really just 
TBZ QMFBTF PFO EPPS. 


Anonymous from Ponitypool, 
Gwent writes concerningzzzz 
and asks: 


“ How do | put the fire outin the 
fireplace and how do | fill the 
water pistol? " 


To fill the water pistol QGVU 
CYDLFU PO IPPL JO XFMM, 
UVSO IBOEMF, UVSO 
IBODEME, HFU CYDLFU, GJMM 
OQJTUPM. Peter Magee from 
Limavady, Northem Ireland 
provides the following solu- 
tion to extinguish the fire: 
CLIMEB DOWN CHAIN OF 
WELL, TURN ON TAP DOWN 
WELL, SEARCH TRAPDOÕOR, 
this opens the trapdoor and 
the waler coming out extin- 
guishes the fire. 
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Mark Malone of Accrington 
asks: 


“ In the VERY BIG CAVE 
ADVENTURE how do you get rid 
of the bull the second time after 
taking the penny and getting the 
welhes etc ” 


On the same game Neil 
Hickman has rather 
enthusiastically written two 
letters asking: 


“ 1)How do you open the Clam? 
2) What do you do in Gotham 
City? 

dj How do you get pastthe hairy 
monster? 

4) How do you find a piece oí 
plate to add to the contribu- 
tion? " 


To open the clam you will 
need the KFNNZ, then KENNZ 
DMBN. When you arrive at 
Gotham City go E,T, then 
FYENJOF CYVCCMET, now go 
to the alley to the north ofihe 
police station and FYBNJOF 
XBMM. FPIl leave you to dis- 
cover the rest for yourself. To 
pass the hairy figure HJWF 
SFDPSE, HP TPVUI, GFF GJF. 
UA SA ETTA GT 
GSFODI DIFFTF SPPN, to find 
Ft FABNJOF XBMM. 


Fry UISPX CPNC. 


THe Boss és still proving 
troublesome for many adven- 
turers. This month Shaun 
Somers from ShefHield asks: 


“ How do you get past the 
spider's web in Part Three. Also, 
what do you do when you getto 
the Necromancer's Lunatic 
Asylum and where isthe coin? ” 


To pass web OVMM XFCC 
then go OF, At the asylum 
JOTFSU [TFDVSJUZ) DBSE, 
VFOUJFESBJO to find TNEMM 
DVYSJPYTLFZ, To getcash, go 
to the HPCMJOT EVOHFPO 
and TNBTI USBOEPPS. 


| ENCRYPTION CORNER. 
Ib's easu to speak Brewster! 


ENGLISH: ZABCPEFGHIIKL 
BRENSER: ABCDEFGHIIKLM 
ENGLISH : MNOPGRSTUVIADOY 
BRENSTER: NOPORSTUVWNY'Z | 


M 3mith from Ruislip, 
Middlesex is having difficulty 
With MAFIACONTRACT and writes: 


“ Every time | reach Vincetti's | 
pass out through lack of alcohol. 
Where do | get a drink from? " 


Fou should getoffthe train at 
DIJOB UPXO and HJWF 
USBNO OFXTOQROES for 
NFUIT. 


T Brett is having difficulty 
leaving the magic garden in 
Part One of THE sNOW QUEEN. 
Quite a complicated prob- 
tem this! First you must learn 
to talk to plants. You must find 
the right book and read it 
twice. Once you have done 
this go and talk to the 
Michaeimas Daisies outside 
the north gate. You will now 
need a key to the gate — this 
can be obtained from the per- 
son who is frequently enter- 
Ing and leaving the grounds. 


Graeme Queen from East Kil- 
bride asks: 


“ Couldyou please tellme what 
to do in these two adventures: 
1) minosHADOW = how to get a 
plane ticket 

2) LORD OF THE RINGS — what to. do 
when you get to Lothlorien? ” 


Togeta plane ticket, bribe the 
password from the tramp, 
return to the Baker St store 
and using the password and 
money obtain a ticket. 

| presume you haven't 
crossed the river in Lothlo- 
rien! At the border you will 
meet an elf, continue East 
through the forest until you 
come to a river, ask the elffor 
help and then follow him. This 
latter solution was supplied 
by Mike Siviet of Bristol. 


Finally, Graham Galbraith from 
Newcastle upon Tpyne has a 
couple of problems in the PRICE 
OF MAGIK and asks: 


“ What is the answer to the rid- 
dle in the spherical rock bubble? 
How do you get the alloy wheel? 
In the December STUMPS you 
suggested that the vampire bat 
should be able to help; | can see 
the logic there (bats have sonar) 
but how do | get that across to 
thebat? ” 


fhe answer to the riddle, | 
think, is GFBS. Vou will need 
the DSPTT to make the bat 
friendiy. 


That's ft for another month, 
keep on sending in your ques- 
tions as well as any help you 
can offer to: 

SIGNSTUMPS 

P.O. BOX 10 

LUDLOW 

SHROPSHIRE 

SY8 1AQ 
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Producer: A'n'F 
Retail Price: £B.95 
Author: Icon Design 


ave you ever wondered how 
computer games find their 
Mway onto the shelves of your 
local computer store?  Wibstars 
5 to be believed, it's amazing it 
happens at all, 
nmany  respects,  Wibstars 
resembles those trading/stratedy 
games that were so popular 
afew years back, exccept 
that this one has strong arcade 
overtones. The first task for Billy 
Wibstar, entrepeneur and novice 
businessman, |s to collect trading 
goods from a warehouse, 

Three types ot commodity are 
available: computers cost £100, 
| disks go for a tenner, and casset- 
las set you back a fiver. Billy starts 
| off with E200 in small-denomina- 
| ton, used notes — borrowed from 
a sceptical dad. Goods are col- 


Gon. This can be moved over to 
icons represnting the computers, 
disks and cassettes. Keeping tha 
lork-lift pressed against the icon, 
ncreases the number of the com- 
modity ordered. When the amount 
| YOU want is reached — or you run 
out of cash = taking the fork-lift 
down to the the exit moves the 
game on to the second st 
This involves the loa 
io Bills van. The qu 
espatch aren't particular feio j- 
| futt ough, flinging the items down 
four chutes in rapid succession, 
and forcing Billy to move his van 
back and forth in an attempt to 















merchandise 


lected on-sereen with the use ofa | 
fork=hft truck, represented by an | 


Having reached the retailers, It's time to unioad the 


catch as much of his order as pos- 
sible. 


In the third stage, Billy hits the | 
streets. But another cowboy dis- | 


tributor has got away from the 
warehouse first and hogs the road 
ahead. This screen |5 a scrolling 
bird's-eya-view, not unlke Spy 
Hunter, where the two vehicles are 
able to move left and right across 
the roadway. To make matters 
worse for Billy, the van ahead of 
him has a loose load which Is being 
strewn across the rõad. There's an 
advantage to be gained from this 
however, as driving over useful 
items such as computers, disks 
and cassettes adds to Billy's 
stock. On the other hand, useless 
debris causes damage which has 
to be repaired — another drain on 
his overstretched resources. 

The final game section consists 
of a series of platforms and Its as 
Billy atempts to deliver his goods 
to a shop. Items are only removed 
from the van one ata time, or, ifhe 
fagis he's pertected the technique, 
he can chance an arm and grab 
the entire hoard of one commod- 


Tha package is kicked towards 
a conveyor belt, which should take 
tinto a lh. Timingi is critical, as the 
conveyor may dump the package 
underthe lift and crush it - another 
depreciation of stock. 
final results of Billy's exer- 
tions are then totted up. If, after 
van repairrs, he has managed to 
shift enough merchandise onto 
the shop's shelves to make a 
profit, he goes through the whole 
process again. We are, after all, a 
foco of shopkeepers, ars we 
Hot 


| ienge, and the catching 


Brlly Wibstar uses his trusty forklift to load = disc 


CRITICISM 





O “This has to be the most 
infuriating game of the month. 
I've bean playing It for ages now 
and | still haven't managed to 
survive a day without being hor- 
rendously overdrawn at the end. 
Wibstars plays in a similar way to 
a lot of the pattem/platform 
games that were around in late 
'B3; the controls are simple and 
completing the game requires 
more timing or luck than skill, H 
this was going for the bog-stan- 
dard budget price it would be an 
average buy — as it's nearer ten 
quid all | can say is stay well 
away. " | 


O * This is basically another plat- 
form game. The road sequence is 
too simple to represent any chal- 
sequence 
es iitila overall difference to 





| asking too much, " 


| down, left, right, fire 


| Interface 2 





the game. The platform sequence 
is, to say the least, infuriating. The 
random movements of the lift 
make the game very, very difficult 
to ever achieve a profit. 1 

graphics are fairiy basic stuff = 
small, lots of colour and iffy colli- 
sion detection. And there's not a 
decent bit of sound to be heard 
anywhere. This isn't much of an 
improvement on the last am plal- 
form game Chuckie Egg Il. " É 


&“ Haven'tyou always wanted to 
be able to take the role-of a dis- 
tributor? Nó? What a coincidence! 
Nor have |. This ts a fairty poor 
game. The graphics are very drab 
and uninteresting. True, the vari- 
ous stages are very different 
indeed, but they have one very 
unfortunate problem = they're all 
as boring as each other! To be 
honest, Houridthe most addictiva- 
ness in the catching stages, but 
similar games can be found in 
most Spectrum books as listings, 
and only take half an hour to tap in. 
Expecting anyone to buy this is 

























COMMENTS 





Control keys: definable, up, 
Joystick: Kempston, Cursor, 


Use of colour: bright and varied 
Graphics: do the job without 
being exciting 

und: poor 
Skill levels: one 
Screens: four 
General rating: The mixed game 
elements fail to add up to anything 
very exciting, especialky for the 
price. 
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Melbourne House 
Retail Price: EB.95 
Author: Beam Software 





was virtualy unique. À 
totally original idea pre- 
sented in a poólished, playable for- 
mat. 1 founded the entire beat 'em 
up genre, and imitations have 
poured forth ever since. Now at 
last, nearly two years after the 
game first appeared, the sequel is 
here 


The warriors of the Exploding | 


Fist have been betrayed and over- 
thrown, and the land has been 
enslaved by an evil Warlord, But 
there is still hope — if one man is 
brave enough to seek out the tem- 
ples of the old religion of the 


Exploding Fist, and discover their 


secrets, he will ow strong 


enough to defeat the evil Warlorc 
| and thus free the land. 





You control the only warmior fit 
enough to sette the score. To find 
the temples our hero runs through 
a horizontalhy scrolling landscape, 
climbing up and down ladders and 
jungle ropes, and jumping down 
holes or even off high cliffs 


he ancounters a Temple | 


Wien 

Guardian, the screen stops scrol- 
ling and a fight to the death ensues 
jor your opponent flees off the 

edge of the screen), 
ultimate goal is to defeat the 
evil Warlord. To acheive this, the 
| young Disciple has to find eight 


mystical scrolis and take each to | 


ts comesponding temple, thus 
| gaining its power. The length of 
the disiple's life is governed by his 
stamina level, this is displayed at 
the top of the screen. The 
“maximum stamina level" begins 
at a fairty low point, but it increases 
slowly as more enemies are dealt 
with. Meditating at a temple also 
increases this stamina level. 
The Temple Guardians come in 
a number of shapes and sizes. 
Peasant Soldiers have the least 
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av of the Exploding Fist | 





stamina and are the worst fighters. 
Warrior Guards are slightly harder 
to defeat. Ninjas, equipped with 
throwing stars, are better still. 
Shoguns and Assassins are dead- 
liest oprniie of all, 

The fighting sequences will be 
familiar to all beat 'em up fans. 
There are sixteen moves, acces- 
sed by a multitude of joystick wig- 
gles. hen a blow is successfully 
anded, the recipient's stamina 
level decreases accordingly = a lot 
for a flying kick, but not so much 
for à punch. When one of the two 
combatants runs out of stamina, 
he is dead. If the Temple Guardian 
is killed ha vanishes = |f Our hero 
| comes off worse however, he 
joses one of his three lives and is 
returned to the last temple he vis- 
ted. An extra life is awarded each 
time a scroll is taken to a temple. 


CRITICISM 


O “ What's this, the sequel to 
the only decent Beat 'em up on 
the Spectrum. Well, Fist || cer- 


| about. The thinking 





The knowledge-sesking discíple meditates at the altor of the 


Ancient Gods 


tainly isn't going to take that title 
away from its predecessor. The 
gameplay is spoiled by the time 
spent looking for action (it can 
take as long as five minutes to 
encounter the next ninja), and 
even when the action is found 
f"s pretty tedious. Killing a ninja 
or a pack of wolverines isn't a 
feat worth telling your mates 
dp hind do 
is sound, but a potentially go 

game has been marred by bad 
programming. " EA 


O Cl still have a bash on Way of 
the Exploding Fist, but Fist II 
seems to have taken the competi- 
tive spirit out of the game. The 
characters aren't as well drawn as 
Fist, but the landscapes are well 
designed and give a good feeling 
of size - it's a pity that some of the 
landscape repeats itself after only 
a short walk though. | very quickly 
got the impression the Fist | con- 
tains very fítile to do, apart from 


Inhis efforts to reach the temple, the young martial arts mas- 
ter must defeal many adversaries 





e: Technically, there's nothing 










pleadaah ces over the place. Beat- 
ing up the badoies was fun to start 
with, Dut they present líttio chal- 
lenge. Fist Il didn't really appeal to 
ma, Er 








wrong with Fist |. ls just that 
stomping around all the locations 
looking for a few badies to duff up 
is so boring. The graphics are neat, 
and the combat sequences are as 
playable as in the original. Untortu- 
nately, | think that MELBOUANE 
HousE have given Fist |] far too 
much hype. Having advertised this 
for so long, | would have thought 
that their programming team could 
have come up with something a 
little better than this. The combat 
practice game on the reverse side 
is fine, but | don't think that it's 
worth buying just for that. " 























COMMENTS 


Control keys: definable, up, 
down, left, night, fire 

Joystick: Kempston, Cursor, 
interface 2 

Use of colour: unimaginative use 
of the Spectrum's own colours 
Graphics: a great disappoint- 
ment, especially when compared 
to its predecessor | 

Sound: great shouts and screams 
during the fight sequences, other- 
wiSE average 

Skill levels: ore 

Screens: large scroling land- 


scape 
General rating: Doesn't live up to 
the expectations generated by 
Way of the Exploding Fist. 
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Producer: 
Electric Dreams 
Retail Price: £7.99 
| Author: The Ram 
Jam Corporation 


argantuan is an over-used 
| adjective, but 40 billion 
E mappable locations seems 
tó qualify, so using it one more 
time to describe Expiorer won't do 
amy harm. 
The RAM JAM CORPORATION has 
aver been a source of oddities, 





humorous Valkyrie 17 adventure. 
In this new quest, the cosmig joke 
is that your second-hand space 
vehicie has broken up over the 
Emerald planet. To make matters 
worse, fragments of your craft 
have scattered around nine of lts 
| 40 billion locations. Sounds like 










escape is possible. Some cosmic 
joke, huh? 

" Several vital instruments have 
survived the crash. There's a 
Compass, a Homing Beacon, 
Direction Finder, a Laser Pulse 
Gun and an all-important Sonar. 
Recovering the ship parts is a 
problem, but at least the sonar 
| makes life sound brighter — by 
bouncing an echo off an object, its 
bearing and rough distance is 
revealed, A short walk through the 
jungle is okay, but you're told ifthe 
range is too far for a stroll and it's 
then time to take to the trusty jet- 





iravelling can be done on 
| Pressing the forward key brings 


A jet-packing explorer's vicw of the Emerald planet 





| uninhabited, except for a strange 


tom ks first and marvelously | Mod 


you've got to find them all before | 


almost any name wilidoforadesti- | ridiculous!). I've been playingfor | wobble screen routines. The back- 
nation. Mind you, you can getlost | hours simply trying to find the | grounds are very originally drawn, 
too, so this is where the homing | game, and I've come to the con- | and look like nothing I've seen on 
beacons come in. These can be | elusion that there isn't one: at the Spectrum. Unfortunately, what 
dropped anywhere to be used as | least not one compelling | could have besn a good has | 
useful reference points — they're | enough to keep me playing any | been crowned by a massive play 
seem from the air as flashing | more. 'Mapping ONDE favo area with little variation. " 

| Squares. never really been much fun, and PARL 

The energy available to power | the extremely short arcade 


| the level of reserves is shown as 


When within range of an e ce 
oot, 











the tront view into sharp rehet and 
shows the next planet section. Left 
and pe di movements (or even a full 
180 degres tum) are shown as a 
bearing at the top of the screen. 
The Emerald Planet is largely 








breed of energy-sapping robotio 
bugs. Energy loss can be fatal, and 
although there is a means of 
replenishing it, killing the robots is 
a far better method of staying 
alive. À Laser Pulse Gun is a handy 
extra when it comes to s-It's 
acctessed through eapons 














a. 

Swiring patches of colour are | 
encountered deeper in the jungle. 
These act as doorways to loca- 
tons elsewhere on the planet. 
Remember there are 40 billion, so 







The Explorer discovers a teleporter = will if help in the quest 
for spaceship parts? 







































































all the equipment is limited, and | sequences aren't good or fre- | 8“ Okay, agame witha namelike 
uent enough. Visually poor, Dught to have a lot of 

Explorers initial prettiness | locations, and the way in which | 

wears off as the locations are all | RAM JAM have written this means 

very similar; there's a lot of col- | thatitisn'tdifficultto through a 

our clash too, ['d stay well clear | heck of a lot of them, but even so; 

ofitifl were you. ” 40 BILUON! One billion would 

BEN 


have been enough! Tha graphics 
| 0 “its a hefty task to find nine 


are pleasanthy coloured, if a little | 
monotonous, but (unsurprisingiy) 

missing pieces ina play area ofthis 

size, even with the radio beacons. 


óne of the menu options, which 
can be accessed at any time by 
pressing FIRE and then the first 
letter of the required option. 


À CRITICISM | 


























lhe game has a tendency, to get 
boring after a while. Explorer isn't 





































O“ This isnt a pre -»» sa | Dothey really think that some poor | a stunningly good game; | reckon 
nightmare - 40 billion locations | player is actually going to trudge | that a bit less dedication to size, 
is awesome (for awesome read | around forty billion locations? ram | and more attention to gameplay 
JAM Write SOME pretty weird and | mighthave worked much better. ” 
gira! and this is their NMEKE 

| weairdest yet. Explorer is well pre- 

sented with good magnify and 





COMMENTS 


Control keys: on the ground: 6 
turno the left, 7 turmto the right, & 
180 degree turn, 9 move in the 
direction of your compass bear- 
ing. In the air: 6 west, 7 east, 8 
south, 9 north 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: very jungle-ish 

| Graphics: attractive, but it's 
sometimes hard to see what's 












Skill leveis: one 
Screens: would you believe = 40 
billion? 

General rating: Gargantuan, awe- 
some, actually quite fun for a while, 
but devastating in the end, and 

| ultimately a bit monotonous. 

















E a ES 


anti ricos Era 


Producer: US Gold 
Retail Price: EB.99 
Author: Accolade 


he Mosquito (the plane, not 

the insect) has stamed in 

mary a daring WWWIL film. 
Now US Gold offers you a chance 
to try your hand at one of the 
oddest and most successful flying 
machines in the Allied arsenal, 

Built almost entirely from wood, 
the Mosquito was heavily armed, 
fast, and quite manceuvrabie for 
its size. was used whenever a 
few tons of high explosives deliv- 
red accurataly would be more 
| use than a lot of TNT spread all 
over the place. 

To become an ace of aces, you 
must show vour ability at fiving 
four different sorts of missions: 
bomber interception, Vi fiying- 
bomb interception, U-Boat Pen 


| altitude, 


bombing and train busting. 

The program loads in two parts. 

First, decisions are made as to 
what missions, or combination of 
missions, are to be fiown, and the 
per E Con 7 
accordingl intelligence 
screen |5 ipod vinga direc- 
tions of targets and likely opposi- 
tion. Armament consists of can- 
non, rockets, bombs and drop 
tanks (to extend the range of the 
bomber). Às much armament as 
desired can be loaded, but the 
plane becomes less responsive as 
Ft is weighed down. 

After selecting mission and 


|-armament, the next section of the | 


game is loaded. 
Five screens control the Mos- 


| quito. In the cockpit is the joystick 


and forward-firing camnnon and 
rockets. Instruments show 
heading, speed and 


attitude. There's also a radar 









arming screen 


Give us the tools and we'll finish the job... 


the mosquito's 





À German fighter attacks off the port wing 
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screen showing attacking ene 
craft and their relative height. 
diagram of the plane is present on 


| -alithe screens warning the pilot of 


any problems on other screens. 
wo screens look out over either 
wing. These control the engines. 
Throtile and boost controls adjust 
propeller speed and pitch, making 
ane qo faster or slower. Flaps 
and undercarriage can be raised 
or lowered to sudlenhy change the 
piane's speed and shake off attac- 
kers. The trim control is used f one 
of the engines has packed up. k 
'feathers' the prop and prevents 
tha machine from going round in 
circlas. There's also a fire extin- 


| guisher to be used if an engine 


catches fire and has to be doused 
= however this puts the engine out 
of commission. 

À map screen shows the Mos- 


| quito's position and that of any 
targets t 


o be attacked. The bomb 
bay screen |s used during bomb- 
ing missions. When the bomb 
bays are opened, targets can be 
pd below you, To bomb a target, 

pe ab . sposo is reduced to 
100 nots height to 1000 fest. 
Then, when the 1 
through the bomb bay doors, a 
cross hair is moved over the target 
and the bombs dro j 
Except for the control stick on 
the first screen, all controls are 


used by moving a dot cursor over | 
“This Produel isn't bad, if 


the appropriate icon — using left 
and right keys, then holding the fire 


button down and using the up and | 


down control k 
aRter completing a mission, the 


| Mosquito heads back home. 


There is no landing sequence, you 
just have to fly over the home base, 


| Points are scored for targets 


destroyed and any spare ammo 
brought safely home. 


| CRITICISM | 


O “ us coLD have taken the two 
aspects of Spectrum gaming 
that | hate most, flight sims and 








 sullied by 


is visible | 


| gimsaánd 


multi-load, and created one of 
those totally unplayable horrid 
games. Ace of Aces is further 
difficulty, HR is 
extremely hard to get into. Even 
VOU do mun vo get ravos, 
the gameplay isn't enough ” 

keep even the most avid 
ng away for long, : 


"graphics are fairly good, the 


sense of motion created by 


"Sheets of clouds scrolling for- 


wmard works very well, | 
can't really recommend this = 


it's too much money for too little 
gameplay. ” | 
O“ Whatisthisga 


to be? 
TheTop Gunofthe e raado de 's well 
presented, but lacks any sub- 


-Stance or addiciiveness. | really 


liked the Idea of having the com- 
mander pointing out your options 
at the beginning — a it's a 
pity you only do! one chance to 
pick your côntrols. Ônce the 
launch sequence 8 over | found 
that you had to do very fttie else in 


"the game. Shooting down the 


fo dada ja sco 

fact the only Bit of fun is puttin 

fires on the wing. Ace of 

ria Ando So 

ri o a ia 
IvS. 


not exacty | legendary. 
: gi Ei “the clouds 
tan Er YOU are ve 
ao pat The pra Dame | 
ida Siad Dad ht 
really ados realism 
various missions on offer give 
more addietivity than you'd find in 
most sims, but the multi-load sys- 
tem soon becomes a pain. 
That said, us GoLD have finally 
picked up on the potential of Dam- 
busters, and made a much more 
playable game. Worth looking at if 
vou haven't already got 50 
thousand ying games On your 


shelf. 





COMMENTS 





Control keys: 1-4 selects view; M 
map, O left, Pright, Qup, A down, 
X fire 
Joystick: Kempston, Cursor, 
Interface 2 
Use of colour: bland but func- 
Graphic her si 

s: atmospheric e 
capes, and detailed bd 
interior 
Sound: Good spot effects 
Skill levels: one 
Screens: fivo 
General rating: Nicely detailed, 
but generally unplayable flight 
simulation. 











[ wo worlds — the mirror image of each 
other, touch in space through a 
Time-Warp. 





(O) ne is positive, good, familiar — our World: 
lhe other is negative, evil yet unnervingly 
familiar. 


heir interface — a time window through 
which objects and beings can pass; 
contact has resulted in the beginning of 
exchange. 





Ju estore our World — stop the invasion, but 
do it now, for as the exchange acceler- 
ates, the time window grows larger — 
domination is a hand! 





STARTLING ACTION - INNOVATIVE GAME PLAY - STATE OF THE ART 3-D GRAPHICS 


| 


- SPECTRUM 





| 


| di a A 


| mo AEE 


a mm 


E: Retailers don't abways have everything in stock you might want, but if it's within oup ss ria = q 


| power to get it for you, then we will, ANY of the software reviewed in this OR ANY ES srda 


issue of CRASH! cân be ordered by using'the form below. EE 
Butto avoid disappointment, please ring first to check availability of unusual items! Tm amos 
CRASH Mail Order is backed by the resources of Newsfield Ltd, publishers of this É a a dê 

magazine, ZZAP! and AMTIX, which has been supplymg more than 150,000 computer de Mg 


- users with software for over 3 years, so you Gan be sure of the very best in service. E 
* — here is no mail order catalogue involved, just use the prices quoted inthe reviews 


o És 
O 


will advise you, uai |) 


in CRASH or the known retail price. Shouldiyou have any querigs on prices, justring 
the number shown on the form and our stail 


| DISCOUNTS GALORE!- ei 
Anyone may take advantage of the discount Coupons on the form — £1 off orders . 
worth more than EZO, and 50p off orders Worlh more tham £ 10. Additionally, CRASH 
Subseribers are automatically entitled to further discounts on every item ordered. We 
make no charges for postãond packing (within the UK). 
“Nothing could-be simpler = fill in the form today and order whatever you like. 


“e 











Producer: CDS 
Retail Price: 14.99 
Author: The CDS team 


el! Brian, me and the lads 
t together, and well, | bid. 


itwas in the back of 
the net — something a bit different, 
aboard game where the computer 
acts as ref. 


Eco Di ça 
Ying teams are 
controlled rei Rs which 
ao snrerds A aegiaa Fo cam pa 
5 consists of a Ci melho fr 
5, three mid-fielders 
thres forwards and two versatile 


Versatile can play | the total 
players. ni y | 


in any position 
rating is reduced to one if they play 


in goal). All players have a star rat- | 


ing between one and five, although 
| y, on footballers with 
| values from one to four are issued. 
These are represented by cards 
which are given to the players. The 
remaining cards are then mixed 
together and placed in the middle 
Sb gana Players also receive 


The computer now shakes the 
dice for the players in turn. Each 
player moves a counter round the 


| squares. 


each take a | 
| ranged to give 





board, ianding on squares which 
either give penalties or bonuses. 
Players may also land on auction 
this happens, the 
top card from the stack of footbal- 
lers is turned over. All players now 
imes players will land 
ona square which entitles them to 


cab o io pi 


this happens, the squad is rear- 
“the same 1-4-3-3 
formation “With which it started. 
After all the players have made a 
move on the board, a round of 
matches is played. Played. Players type in 


ngthe dt tho their squads. The 
attack strength is the total star rat- 
ing of the attack and midihield 

the defence is the sum of 





players; 
| the defenders and the goalkeeper. 
| ARter that, the co 


works out 
the results ofthe matches. Players 
then receive gate money 

ing on how interoeting 1 the xture 
Was. 

Play then altemates between a 
move on the board and a match. 
Apart from adjudic the 
matches, the compusterh alist 

“selection - 


lems" and ' ers luck”. 
Should a piáidr de on one of 
thase squares, the computer 
Spa dic and the 
manager follows fts instructions. 
Some represent cash penalties, so 
it's im E Did to et o 
your ng too in 
the vip dg or there may be 
insufficient funds to cover a pen- 
É lf the penalty can't be met by 
pa ho tm 
the manager is bankrupt a 
of the game. 

Players can check their current 
league position from the prog- 
rams main menu, they can also 
inspect the last cards drawn and 
“fer he first Soason, menages 


à tougher opposi- 


ton, but the rewards are corres- 


pondingiy 
id de EPP 
ma e too many 
game will last. At the end of this 
period, the man with the 
gr ma negar po 
points wins 
are scored Lee well in tho 
us or competitions 
Players also score a few points for 


cash in hand at the end of the 





segsons the 


COMMENTS 


| Ro keys: menu selection, O- 





game — but this is a fairty minor Pá 


CRITICISM 





| | “ Gol Football Monotony 


tunes is too over-priced to enjoy 
ne for long. As a 


O “is this one for the board gam- 
ers or the bored gamers | ask 
myself. This is neither a particulariy 
good game or a good ii 


gram. The com 
runs very slowly. ere sgems to 
be far too much luck involved, 
onte one person gets ahead it's 
almost impossible to stop them as 
success leads to more success. It 
might provide a bit of fun for an 
da a Er that's not 
mus s sort oÍ price 

Ty Brian, fm going to Kick tn 
one into touch. k 

MIKE 
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11) 11 | 
COMPUTER REPA es Sm 
a SINCLAIR Ea 6 O 


WINE no upgrade pour ordinary spectrum into | 
the fantaçto DX Trónies Types niter keyboard 


for oriy ES7.50 iectuding Mino, VAT ano É 
return post and pacing, MAR 
Normal recommended retail price | 


RS Beto a ESB 95 a od dera J, 
































ir rvpenosimp carma 
É torastte as ETA 9S inciusag NAT Dostana pude. 
FÊ oa AOS die 95 EOCHE TE dor 
vou porra us EMOS aeilch 
o A toy inciasive pico bico 

“Al Cost recuado reta 







sets EF,50 
gismngais ! rey 


es - 2 Update Your Rubber r Keyboard 
to a New Spectrum+ 
Elrted for only E31.90 + €1.50 post & packina | 


tálso D.l%, Et avaltabie For onty E24,95 

+ E1.50 post & packing) 
Fe Spectrum repaired and upgraded to 
à Spectrum Plus for special offer price of pt pato 
ES0.00 complete, LIMITED DEFER E et ——.. 
Sâme day service o O CO O 


ER + REPAIR SERVICE sesnnanaas 


O O O O E O O 
+ While you waitservice including + Five top games worth E39.00 for vou to 





















































computer spare parts over the counter enjoy and play with every Spectrum repair (dl 1 A pgêniod 
* Alicomputers fully overhauledand fully + Werepair Commodore 64'5 Vic 20%, E MPLATES mus tisOpkp 
tested before return. Commodore 16's and Plus 4's 
* Fully insured for the return journey * The most up to date test equipment 
* Fixed low price of EIS Ss including post, developed by us to fully test and find all 
packingand VAT iNota between price Faults within your computer, d 
of really up to ES0,00 whuch some of our * Keyboard repairs, Spectrum rubberkey ribbon cable to 
competitors are quoting). boards ônty EB 95. extend vour ports for 







+ 


Discounts forschoo!s and colleges. * 3mônth written guarantee on all repairs. 
it BEST PRICES! /' 


ARE YOU ANOTHER CUSTOMER - fed u 
waiting weeks for your estimaté? 


Need your computer repalred fast? Then send kt now to the Number One Repair 
Company In the U.K. or callinand see us at our fully equipped 2.500 square foot workshop, 
with all the latest test equipment available. You are more than weicome. 

We will repair your computer while you wait and help you with any of your technical problems. 
Commodore computers repalred for only E35.00. Please note we gove VOU à 100% low fixed 
price Of E19.95 which includes return post and packing, VAT, nota between price like some 
Other Repair Companies offer. We don'task you to senda cheque infor the maximum amountand 
Shock you with repair bils E30 upwards. Don't forget we are Amstrad aproved for quality and 


£10.95 E6. 50 PSELSOpÃp 


Wild É! REPLACEMENT. 
POWER SUPPLY. 
























































' vanick id 
cum au Spectrum Polaris 


speed, don't risk your computer to any other unauthorised repair centre. We dontjust repair the onasrasnesaa retal pride É 65 1 nSTO 
Fault and send your computer back, we give your computer a:: ; gurcraçes together Special suitable for alimakes 
ot onmE 16. Mncuamgnko 4 of computer E9.95 


OVERHAUL WITH EVERY REPAIR WE DO:- 


We correct Colour, sound, Keyboard, Check the loading and saving chip, Put new feet on 
the nasé if required, Check for full memory, check all sockets including ear/mike and reptace 
where needed. All for an Inclusive price AR E19.55 including VAT, all parts, insurance and post 
and packing. No hidden extras whatsoever. We dor't have to Doast too much about Our 
service as we have feito af custorhers from apl over the world highhy delighted with our 
service A first clas de dba and accuracy. Don't forget, we also now have a 
Service Branch im Mane ter Pi Pi for nte” a Walt Service, 


SPECTRUM SPARES COMMODORE SPARES 


ilabie ps separate ) 
e RANTICE auMiaDie dá SEBRAE 9 tem EHUS E1.50 PãEp 


ES pus cispip a - 

E em Spectrum keyboard 
É ] membranes 

A] à 4E5.50 plus 1.50 p&p 


e a spectrum Plus spare 
keyboard membranes 


A E12.90 plus E1.50p&p 















ZR08 CPU 300 | G526-CA 19.00 4 membranes 
base TO | 65140-Processor 19.00 Vi Ex e 
TA dE 268 | 6581-Sia Chip 19.00 E5.00 plus £1.50p&p 
Power SupolyTranstormers 4,95 | MWbilã-House Keeper 13.00 
LULA ECO? 15.50 9012275 - Graphic Rom 19.00 
Rom tE.50 901226 - Basic Rom 19.00 
Keyboard membrana 9017227-Kernal Rom 19.00 
E SsiO meneame SM | Si vi Er 

| WE Fegret we cannot spectrum Prusmembrane 1290 | 4164 Rams - Memory 3.00 

show all the components Metal Templates são | Power supply 
| available. Just give us a Keybúara Mats 550 | Transformers 2900 
SDO | aourcricesinciude VAT DU please ano 


| a 2x8 membrana 
A seruica Manta) E1.50 00 each order to cover post 
by 15t class post packinig and handing charges 


VIDEOVAULT HEALTH WARNING!!! 
Ce sbleaçã vour computer to any other Repair Centre can serious Damage lts Health 


E 
E 


replacement power 
transformer E29.00 
plus E1 SMDp&p 






140 High street West, GIOSSOp, Derbyshire SKA3 BHJ mr 


Tel: 04574-66555/67761 Head office & access orders, queeries, 
Manchester 061- 236 0376 while you wait repair centre only. V, 





c Copyright Videovault Ltda. No. 781022 


Co! ir UIER 


The Videovault will shortly be releasing the 
most up to date and exciting catalogue ever 


, produced, our team of experts have scoured 


the globe to find you all the latest software 
| andadd on's for your computer, all the 
| hatestin joystick technology, allthe top and 
| tested software titles all at great discounts 
| toyou. Anyone can apply now using the 
coupon below and enclosing 2x 18p stamps 
for your free copy. We have all the top 
ambranded items available, delivery by return 


E) Our guarantee of satisfaction. Never has 
F such a catalogue ever been produced 
before. 
We willbe updating the products a soonas 
we have all the latest news available to us, 
| bnall the latest technology. 
| SPECIAL EXCITING OFFERS ON EACH ISSUE 
| Top reviews, a 1st again for the Videovault, 
| the No.1 computer company in the UK, (we 
must be as all our competitors keep copying us.) 


“SPECIAL / 
OU » yo 
” OFFER “ALE 
me, the 1st 500 customers À 
ordering from our 4 
new catalogue will 4 
receive free Of 
charge a quartz 
digital watch. No fi 
minimum order 
Wlue required. 
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TOP PRODUCTS AVAILABLE! | 


Ipost (Our usual standard). All goods carry The Saga Lo Profile 
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Ra E PLEASE RUSH ME YOUR EXCITING NEW CATALOGUE 
EAS SOON AS IT IS AVAILABLE HOT OFF THE PRESS. 
E | ENCLOSE 2x18p STAMPS TO COVER POSTAGE COSTS 

E EMR/MRS/MISS 


mm BADDRESS 
o a - | 


CUT OUT THIS COUPON AND POSTIT TO: 


VIDEOVAULT LTD, CATALOGUE DEPT, 140 HIGH STREET WEST, 
GLOSSOP, DERBYSHIRE, SK13 BHJ ENGLAND À 
a O E O O O O O O 
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SHOP UNDER 


À SAMPLE OF 
OUR FANTASTIC 
DISCOUNT PRICES BP 


professional sil a 
Recommended À 
retail Price E39.95 
Ar fáia 
scoun 
price only E28. 50. Ei. 50 post + backing, total 30 
Computer repair and upgrade to Saga 
£E50.00 complete. 
The Saga Lo Profile Keyboard has 52 full | 
travel keys, featuring a separate numeric 
keypad and printed keys. Your Spectrum 
fits securely inside the housing. 
Dimensions: 22x44x5cm. Suitabie for 
Spectrum 16/48K and Spectrum Plus. 
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Producer: Atlantis 
Retail Price: E 1.99 
Author: Nigel Edwards 


| nce again it's your chance 

to manage your very own 
soccer team. League Chal- 

lenge puts you in charge of a lowiy 
Fourth Division club, and sets you 
the task of building them up into a 
IR force in the world of foot- 


Play kicks off with the newily- 
installed manager naming his club. 
The computer then assigns a 
panel of 12 players, divided into 
three categories: defence: mid- 
field and attack, each has a per- 

sonal fitness level rated between 





A season consists of 15 league 
matches, plus FA Cup fixtures. 
The computer then totals the skill 
levels of the chosen team, and 
adds up the total fitness of all 
players. It then displays the team's 
combined strength alongside the 
strength of the opposition. From 
these figures, the manager can 
work out 


ft he still needs to 


LEAGUE TABLE DIV 
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strengthen the team. 

“The team's training schedule is 
chosen before sach match. There 
are three diflerent levels of joáia 

| an 
e. As their names suggest, 
these vary in eftectiveness — con- 
sequentiy they also become prog- 
ressively more expensive. 
Saturday's match follows the 
weekly" preparations, with the 
game displayed as an animated 
action sequence. During play, the 
manager can onhy sit tight in the 
dugout and wait for the verdict. 
The results of all the league 
matches are displayed, and the 
league table is worked out. 
"ÀS team manager, the club's 
financial position is 







Goalmouth action, as Cameron's Bulldozers take on Exeter 





Incurring debts of over £250,000 
bankrupts a club, sending the 


| team back to its starting position 


atthe bottom of the league. 

At the end of the season the top 
three clubs are promoted and the 
bottom three demoted - a cash 
bonus is awarded to the manager 
depending on the season's perfor- 
marce, 


LEA TATATA DS ai PO 
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Fifth from the top after 11 games, willCameron take his team 
| to Division Three? 
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| 0us. There is nothin 


NC DATADO DDN — 


O “This is a real step back- 
wards for football management 
games. Ithas been severalyears 
since ADDICTIVE released their 
classic Football Manager, and 
still after all this time no-one has 
managed to improve on it, 
League Challenge is slow, 
unrealistic and very monoton- 
about it 
that even remotely impresses 
me. The “action' is tedious, and 
the bits in between are point- 
legs. | couldn't recommend this. 
Even at its low price it still offers 
bad value for money. ” 


O “Asifthe olo Football Manager 
wasn't bad enough, ATLANTIS have 
come vp with a sub-standara 
product that's even worse. The 
grapives don't really deserve the 
name - they are very simply 
drawn, inaceurate and unan- 
mated. There are no new bound- 
ares broken — if's just a case of 
progressing through a few menus 
and hoping that you'll win. Differ- 
ent team selections make little or 
no difference to the outcome ofthe 
matches. League Challenge hoids 
irttte appeal — even for the most 
eamest football fan. *' 

PAUL 


O “League Challenge is boring. 
The only respite from the“ drab 
text-only screen displays are the 
completely awtful match high- 
lights. The characters are badly 
drawn, the animation is abysmal 
and the colour choice is even 
tido football manager 
games go, this one is very average, 
and certain contains nothine 
new. Fans of the type migh 
well find it regsonable (espe- 
Cially with its price tag of £ 1.99), 
but | think it's very poor. " 


COMMENTS 





Control keys: menu format, using 
keys listed 

Joystick: n/a 

Responsiveness: not applicable 
Use of colour: effective for text 


“ highlighting, poor during 'match' 


sequences 

Graphics: poorly drawn match- 
stick-men footballers 

Sound: minimal spot effects 
Skill levels: one 

Screens: ten 

General rating: A frustratingly 
tedious football management 
simulation 





| handli 











Producer: Firebird 
Retail Price: 1.99 
Author: Ivan Horn 


| ock Carrington one of those 

à guys you justcan'tstand at 

- Young handsome, 

and in line to inherit a fortune from 

his eccentrc and recently 

deceased uncie, Professor Max- 
billion HI, 

Fancy free, and never having 
done a day's honest work in his 
life, Rock has been enjoying the 
life of the idle rich on the strength 
Of his impending inheritance. Burt 


-atiast, the creditors are closing in 


and Rock has actually got to go 
into the prof's home and get his 
hands on the readies. 

“Mis is where the trouble staris. 
The old professor was incredibly 
mean — and rather devious. To see 
whether Rock is worthy of thelolly, 
Maxbillion laid a series of traps for 
his unsuspecting nephew. 

The maze that comprises the 
mansion and its grounds consists 
of a series of rooms, viewed from 
the side. Rock ambles aboui this, 
picking up objects. Pressing fire | 
brings up a screen containing 
eight icons: Quit; Abort; Pick up: 
Drop; Use; Pause and Return to 
the gare Accessing the object- 

ng icons brings up a further 
screen showing the objects car- 


for the inítial trap, where our 
hero stands a chance of being 
gassed, it is a question of collect- 
ing and using pieces of equipment 
to gain entrance to parts oÍ the 
maze that are initially inaccessible. 
Rampant robots and man-eating 
plants have to be evaded. Energy 
and time are in short supply, 
although some objects replenish 
anergy. 
The final aim is to find a video 
tape which shows where the | 


money is hidden. The clue to its 


location lies in a painting hanging 
in the house, and sections of the 
painting are obtained for solving 
certain key puzzles. 


| Wes 





O “ Finesiro have come up with 
a cracker in the form of Mega 
Bucks. | must say that | foundita 
little tricky to begin with, but 
after a fair amount of raving, and 
lots of trial-and-error this game | 
became rewarding and fun to 
play. In gameplay and plot this | 
could be a great rival to one of 
David Jones' masterpieces 
(Knight Tyme and the like). The 
graphics are similar to those 
used in the Wally trilogy = there | 
are a few colour problems but 
everything else has been well 
drawn. The sound is surprisingly 


5 do | g00d, with a reasonable tune on 
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fcecessing the icon window reveals that the would-bo Rich Kid 
hasn't got anything to pick up. The message window rubs it 





Im... 


the title screen and well above- | 


average effects during the 
game. - 
BEN 


[6 “Another excuse for another 
Silver Range arcade adventure 
game. | wonder why FIREBIRD can't 
bring out some good origina! 
games. Mega Bucks contains al 
the budget favourites, Lots of col- 


our, smart graphics and lots of | 


options. Sound is limited to a few 
spot beeps. A tune running 
through the game would have 
suited ft well - but alas there isn't 
one, Sadiy | found Mega Bucks 


boring to play, as there is verplítile | 


to keep the player addicted to it for 

long. lt may look nice, but the 

"game holds little appeal. 
PAUL 


O Maga Bucks looks very suspi- 
Ciousty like a game from the Magic 
Knight trlogy. I'm not particularty 
keen on dl, as the game isn't as 
playable as it should be — even for 
two quid = and it loses out far too 
much on addictivity. The tune on 
the title screen is annoying, and 
| lhe game sounds aren't anything 
above spot effects. The graphics 
| are below standard, and too much 
| colour has been used. The icons 
| are unattractive, though recognis- 


Producer: Atlantis 
Retail Price: £1.99 
Author: Adrian Longland 


E back to the old 'nuclaar reao- 






tor going crazy” scenario, One 
| thing games designers never tire 
| of'is the prospect of some hideous 
nuclear accident dumping 
| radioactivity all over the place. 


trying to stop the world from glow- 
ing in the dark, 

Naturalhy, you are not expected 
to go down into the trouble zone in 
person — you have a little robot to 
quide around and do the dirty 
work, Four nucleo cells are unsta- 
ble and about to blow any second, 
and they have to be destroyed by 
nudging into them. 

The game is played over a ter- 
rain displayed from an isometric 





Once again, you are atthe controls | 





able. | think that mREBIRD have 
skimped a bit on this one. 
Definitely not their best, they 
should have spent more time on 
If. ti 

MIKE 





IES 


Control keys: definable; up, 
down, left, right, access menu 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: pleasing, with few 
attribute problems 

Graphics: pretty, with lots of detail 
Sound: reasonable title tune, but 
aparse spot effects 

Skill levels: one 

Screens: /? 

General rating: Should appeal to 
fans of David Jones" type of 
games. 





SD viewpoint, ih a strange com- 
plex made up from blocks and 
floor sections. Some ofthe blocks 
can be shoved around, and the 
floor doesn't always cover the 
entire screen in view, Some seg- | 
ments drain energy while others 
propel your droid off in a given 
direction rather violentiy. Energy 
recharging points are scattered 
round the building. 

Mutant droids inhabit the com- 
plex and come in two basic 
flavours: some tromp around fol- 
lowing a set patrol path and other, 
really mutant robots, home in on 
your droid. Contact with the quard 
droids saps energy, which is mon- 
itored by a horizontal bar at the 
base of the screen. 

The hero of the piece can fight 
back, however — he's equipped 
with a shield that drains energy 
when it's used but comes in handy 


Fa TATI v CARECA TEA! | 


TIME: 





| Fourdroid is veryciose to a nucieo, buried in the middle ofthe 


screen 










































for battering the baddies. 


The game is divided into four 


sections, one for each núcleo. Five 
dróids are supplied, and when the 
current servant expires, the next 
mechanoid clanks off from the 
start of the current section. 


There's no score: just a rating 


based on the number of nucleos 


neutralised. To make life that bit 
more difficult, the game is played 
against the clock. 





O“ Weil done ATLANTIS = What an 
excellent piece of budget 
software. Although Nuclear 
Countdown is far too easy to 
offer much in the way of lasting 
appeal, 'H be hooked until | 
complete it: it is really playable 
and ever so compelling. The 


| graphics are siick — the back- 
grounds are exceilentiy detailed 


and the characters move around 
smoothly. The sound leaves a 
little to be desired — the effects 
are good, but there is no tune 
whatsocever, Overall, | think that 
this is well worth its two quid 
price tag. Go and buy it. ” 


O “Agreat ittte game from aTLAN- 
TI. Even though monochromalic 
graphics are the order of the day, 
this is an addictive and very play- 
able game. Presentation is supérb 
with à nea! pause mode and some 
good sound effects. Al the 
characters are very well draw, 


contain lots of detail and are well | 


animated. | found Nuclear 
Countdown very easy to get into — 
but untoriunate!y a bit too easy to 
complete. If you want a great lífrtie 
budget! game with strong hinte of 


“graphics, although small, move 


| won't play it for the rest of their 
| time, É is plavable, amd to an 


| Countdown, you might find à 





Highway Encounter then this | 
could be for you | certainty 
enpoved playing it, " 

PAUL 


O “ Nuclear Countdown, while il 
isn't exacthy blazing trails in the 
fields of software excellence, is 
quite a competent líttla game. The 


quickly and smoothly, and for 
1.99, [Idon't think that anyone will 
complain if | recommend à. | 
Despite the fact that most people 


extent, addictve. It looks and 
plays very like a cheap game; | 
don't mean that in a negative way 
— don't expect too much from it. 
Although there is nothing particu- 
lady amazing about Nuclear 


alnght for the price. " 
; EMI 


COMMENTS 





Control keys: definable; left, right, 
up, down, shield, pause, quit 
Joystick: Kempston, Cursor, 
interface 2 

Use of colour: monochrome 
Graphics: excellent detail, good 
animation 

Sound: good effects, no tune 
Skill levels: two 

Screens: 25 

General rating: À very neat 
budget game. 
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little harm in taking out innocent 
by-standers at the same time. 

The pedestrian pathway is the 
place where it's at, and on-screen 
it's divided up into three sections 
running parallel to each other. 
Each section moves at a different 
speed, and the walkways |Dop 
round in a circle. The idea is to get 
nght round the circle killing as 
| many characters as possible (after 
| al, one of them must be a mugger, 
surely?). Movement happens by 
standing still, while the screen 
scrolis trom left to right. 

Completing a circuit, the player 
automatically progresses to the 
| nextlevel, of which there are eight, 
and each provides more disposa- 
ble persons and even some nasty 
obstacles to avoid, 


Producer:FTL 
Retail Price: £7.95 
Author: Gargoyle Games 


hockway Rideris the second 
“ clease from FASTER 
THAN LIGHT , the offspring 
of GARGOYLE GAMES , 

lts plot is centred in a futuristic 
city where walking is a thing of the 
past. Instead of using pavements, 
the inhabitants move around on 
vast, scrolling walkways. Crime, 
however, is not an unhappy mem» 
| ory. Muggers find in the moving 
palhways a comucopia, nch with 
pickings. Things are bad. Inevita- 
bly an individual who's seen too 
many Death Wish films decides to 
take the law into his own hands, 


















and Shockway Rider is about this Future City's thugs are slick, 
vigilante out to clean up the mean | and down on Moving Mean Street 
streets. Not unlike Bronson's | they're identifiable by their black 
Death Wish character heisn'tpar- | glovesand natty shades, But don't 


ticutar in his own morais, and sees | be fooled by apparenthy innocent 
commuters and passers-by; that 
frail-looking granny may suddenhy 
tum into a mugger. The best bet is 
to killeveryone! 




















jumps onto the same pathway and 
Iteralhy knocks your blockcoff. Vig- 
lanticide IS as east 
accomplished by jumping on top 
of you when off-guard. 

| Like the muggers, the vigilante 
| can also jump from walkway to 
walkway in pursuiít of prey. The 
three walkways are seen in per- 
spective, so effectively tha 
characters change size as they go 
turther “into' or 'outof' the screen. 
Fists are the main weapon, but the 
stationary pathways alongside are 
 Iittered with usable items which 
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Ina bidfor sweelrevenge, Cameron sneaks uponthe nearest 
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| of à moving pathway onto the 


| biffing innocent by-standers. For 


When a mugger spots you, he | 


| won't keep anyone playing for 














Oops, Cameron's lost his head again... 






poor famb'! 





O “I wondered how FTL could 

follow up a smash hit like Light- 
force — not very well it seams. The 
game is, like Lightiorce, very sim- 
pie in construction. But Shockway 
Rider loses out on plavability. The 
graphics are well drawn and back- 
grounds have a good fesling of 
perspective with the screen con- 
taning a decent amount of colour, 
ever though the play area is | 
monochromatic. The meanies 
contain lots of frames of anima- 
ton, and there are good explo- 
sions when someone gets chop- 
ped. [love the way that the bad- 
dies wave their haras in the air 
when they chop your head off 
Shockway Rider isn't really as 
good as Lightforce, but it certainly 
- needs to be looked at as the game 
is original and quite adoictive " 


come inhandy as ammo. Jumping 


sidewalk and running over the item 
results in its being displayed at the 
screen base. The weaponry col- 
lected may be hurled forwards and 
backwards and in some cases up 
and down as well, 

Vigilantism just ain'tnice, andso 
bonus points are awarded for 


every ten inoffensive pedestrians 
killed, an extra life is awarded and 
added to the initial five, 


CRITICISM 


O “This is a bit of step back- 
wards for FTL. | Was expecting a 
game with the same sort of 
graphical quality as Lightforce = 
but alas there are no muiti-col- 
oured space ships in Shockway 
Rider. There are some pretty 
characters though. 
worry, they seem to have 
worked on the gameplay — or 
perhaps it only appeals to me 
because you can hurl bricks at 
innocent by-standers (and get 
points for H!). Unfortunately 
there are only eight levels so this 





O “ Despite the essentially simple | 
idea behind it, Shockway Rider 
has tumed out to be a reasonable 
game. Like Lightforce, it has excel- 
lent graphics, with colour used 
well, and superb scrolling: some 
of the character animation is bril- 
Hant. 's highty playable, but | felt 
that it lacked depth. The loading 
screen is particularly neat, and the 
packaging is very professional. 
Though by no means a poor game, 
Shockway Rider is something of a 
| disappointment after Lighiforce; 
but then most games would be! 
Look before buying. " 

MIKE 


longer than a few days. ” 
BEN 


À th FI] Ed RARE, e ei LE, 











COMMENTS 


Control keys: definable: up, 
down, left, right, fire 
Joystick: Kempston, Cursor, 

| Interface 2 

Use of colour: good with a mini- 
mai amount of colour clash 
Graphics: simple and nicely ani- 
mated 

Sound: the odd splatty sound 
effect 

Skill levels: one 

screens: & scrolling play areas 
General rating: An interesting 
above-average game that misses 
the highspots of Light Force. 
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The graphicial capabilities of the 
| current generation of home com- 
| puters are limited, and even the 
| most talented artist is restricted by 
the nature of the medium when ft 
comes to putting art on the screen. 
So why did Bernie Drummond, 
the man behind Batman's 
graphics choose a life of pixel 
prodding? 

Weill, one answer could be that 
there s money in it. For the latest 
game to emerge from the mind of 
Jon Ritman, Head over Heais, the 
advance royaltes alone from 
OCEAN will net Bernie over £ 14,000. 
This isn't bad for someone who 
managed to fail his art CSE! 

ne Drummond Ig 
unashamed about his lack of for- 
mal academic qualifications: “| 
failed the CSE deliberately. | knew 
| the sort of thing the teacher was 
looking for and | didn't want to do 
it his way. | think formal art tuition 
Is à real waste of time. You spend 
all your time studying other artists 


and learning how to use knives, | 


That's.not what interests me.” 
Bernie got interested in drawing 
| when he started doodiing charac- 
| tera from his favourite cartoon 
strips. Qne of his chief sources of 


nspiration was the X-Men, a | 


group of teenagers who had mut- 


ant powers. Guided by their men- | 


tor, Professor Xaviour, the X-Men 
went around conquenng evil. “| 
liked them because they were just 
| ordinary kids, not superheroes: 
you could really identify with them 
-— it was also very well drawn, | like 
| Neil Adams a tot. It's amazing the 

way he moves from comic tó 
comic, taking a really awful strip 
thafs struggling for survival and 
| tuming into the most popular 
strip in a matter of months. He's 
great for detail like drips of sweat 
on foreheads. Barry Smith's good 
as well - he draws Conan the Bar- 
barian.” 


Bernie belisves that the best way 
to develop your own style is just 
to draw as many things as possi- 
ble, experimenting wrth different 
materials. Like our own Oll Frey 
and his airbryush, Bemie is 
| preto from his set of felt 
pens. St drawing as much 
as possible, you build up a 
portfolio in your head. | always 
start with eyes. | can draw eyes 
really well, s0 once I've got those 
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night, | just work outwards and fill 
up the rest of the picture.” 

Bernie was playing the drums 
in a band called 'The Position 
when Jon Ritman first bumped 
into him. Music is still Bernie's 
main interest; “| really prefer 
muste to art — | could go on about 
that all day if you like.” Jon was a 
friend of one of the other mem- 
bers of the band, and knew Ber- 
nie did art in his spare time, “| 
think | was actually sticking han- 
dias on saucepans for a living at 
the time.” 

Jon had finished writin 
Day and had just started Batman; 
he seen Knight Lore and 


decided that this was the sort of | 


ame he wanted to write next. 

ecognising that he had to take 
the basic 3D isometric formula 
and put in something new, Jon 
realised that improving the 
graphics was important. An artist 
was needed to work on the 
graphics, and Bernie's name 
sprang to mind. 


O MAE: a Co Sia ti 


Bernia had never seen a com- 
puter game in his life, so Jon sat 
him down in front of Knight Lore 
for a while: “but not for too long, 
as Jon didn't want me to ue Sadi 
Of the ideas” Bernie remem j 
Then Jon loaded vp his home- 
brewed graphics utility and Ber- 
nie started doodling. 

“There are many things | like 
about computer graphics but a 
lot of drawbacks. Normally on 
paper | never rub anything out, it 
just has to work first time. But 
with computer graphics you can 
spend absolutely hours putting in 
a pixel and then rubbing it out. 
You never have to repeat things 
either - once a sprite is drawn, 


| YOU can just pick it up again and 


fiddla around with à.” But there 
are limitations as well. AI the 
graphics have tô fit in an area 
three character blocks high and 
three block wide, That's 24 pixels 
square, in other words a little over 
500 picture elements In total to 
pray with. That's not much, and 

ermie often can't tell what a 
graphic is going to took like until 
ft is in the game and trotting 


| around, 


“Many of the graphics in Bat- 
man just came about by Ex- 
ÓRing (superimposing) two bits 
of graphics over each other, and 


Match | 


PLAYING FOOT 
ND PRODDING 


something would suggest itself 
to me.” Jon gave him a totall 
free hand with objects and wall 
decorations. “He never said 
“draw me a chair over there' — I'd 
ust come up with somethin and 
gd fit fi into the scenario.” Most 








of Bemie's main characters 
adhere to strict proportions: they 
are always one-third legs, one- 
third body and one-third head. 
Not only does this mean he can 
try to create new characters by 
EX-ORing old ones on top of one 


A Drummond original Just for vs né CHASM Towars. Many of 

Bermis's are draw es gifts for friends rather then as 

works of art to keep or sell, The hend from HEAD OVER HEALS 

characiar bopunces over 2 MATCH DAY game — which sasomes 

to ba taking place in the middle of a BATMAN room!!! Bormisis 
skgteboard. 


tha cheap on lhe 
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another; it also means a charac- 
tar can have a lot of facial detail. 
Batman was licensed, which 
complicated the development of 


the graphics somewhat — all Ber- | 


nie's work had to be approved by 
the American copyright holders 
before the finished game could 
be released. 
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Jon is giving Bernie a totally free 
hand with tha graphics for Head 


aver Heals (previewed overleaf). | 


The castle theme of the first part 


a Tia 
“api! 


| in the 


the game. | 
| Bemie lives at home, and at 
first his parents criticised his 








of the game came about because | 


Bernie produced a graphic. for a 
suit of armour, So Jon had to 
stretch the plot a little. Suits of 


armour in a space fantasy game? | 


Well, obviously the evil Dictator 
had seen too many old Errol Flynn 
movies! One of the other planets 
ame, the Book World, |s 
full of Western-type graphics, SO 
the film theme runs night through 


eccentric lifestyle - until the 
cheques started to arrive. “Iwork 
in bursts, do virtually nothing 
and then go totally mad and work 
round the clock once I've gotinto 
a game." But he has never forgi- 
ven his Spectrum for throwing out 
à fle on a Microdrive. It rep- 
resented well over a day's WOrK. 
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| being 
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He now works on an Amstrad and 
only transfers his work to the 
Spectrum to see how it will look. 
The batch of Bernie's computer 
graphics should see the light of 
day on Three and In. The game is 
written by Chris Clarke, 
Jor's old Match collaborator. 
Chris has been working on this 


ame since he and Jon finished | 


Match Day. It's based on the old 


| playground game where some 


poor sap would be stuck in goal, 
and his mates would try to score 
goals. The first to score three 
goals changed places. 

For Three and In, Chris plans to 
allow up to three players to com- 
pete at once, one controlling the 
goalkeeper and the two others 
taking the defence and attack — 
controlling two footballers each. 
When Bernie started working on 
the game, Chris had the figures 
moving and Bernie got involved 
with “filling them out” — giving 
vincing arms and legs. 

The screen will look similar to 
the end-on view of Handball 
Maradonna and Footballer of the 
Yaar “but hopefully there will be 
lots more gameplay,” Bernie 
asserts. 
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All this should come in handy for 
Jon's next project which should 
take up where Match Day left off, 
According to Jon there's still 
plenty of room for a follow up. “I 
haven't seen anything better than 
Match Day so far. Super Soccer 
was okay ifyou persevered, but it 
did have some h 
liko when players didn't get up 
after being fouled.” Like all prog- 
rams, the features that are plan- 


| ned for the follow-up to Match 


Day will be a compromise 
between desirability and time. 
“Siding tackles arenice, but they 
use a lot of animation to do them 
properly. More importanthy, Im 
going to have to make the whole 
game harder — Bernie can beat 


A real feeling of depth is created in this coliage of cartoon 
“characters and Bornis's cum creations. The figures In the 


in meatalilo colours 


| bounces when it actually strikes | 
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“or thirty difterent things in there, 


| sufficient, and is very wary of 


| football. When he's not playing | 


| field full of younger players — 


| saidfor an additive-free diet... 





the computer on Professional 
lavel 22=0." Jon also hopes to 
improve the way the goalkeeper 
moves in the seque! to Match 
Day (A common eriticism of 
Match Day is that it is too easy to 
score by walking the ball into the 
net, thus avoiding triggering the 
goalkeeper.) 

But then Match Day is Bernie's 
favourite computer game: “itwas 
the first computer game I'd ever 
played for any length oftime, so | 
was rather spoilt and | tend to be 
hypercritical of other games. 
Everything is so realistic, when | 
show someone the different ways 
the ball bounces off a player's 
chest (depending on whether you 
are moving towards or away from 
the ball at the time) they don't 
believe it and think it is just a fluke 
or à bug. The collision detection 
Is brilliant as well - the ball only 






something, instead of when it 
comes near. The animation is also 
nicely done. It is important when | 
a player is running, that each foot 
lands and then stays on the 
ground while the other foot 
comes forward. That sounds so 
obvious, but it's amazing how 
many sprites you see apparently 
running on the spot.” 
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When he's not playing around 
with pixels, Bernie has three main 
interests which verge on the 
obsessive: music, football and 
aating. He has a massive collec- 
tion of records which he leaves all 
over the place. “| generally only 
like one or two tracks from an 
album, so itape those, and then 
probably take the album round to 
a friend's house and fo I've 
teft it there. | like a lot of classical 
music, particularly Prokoviev and 
Bartok. There's such a lot going 
on in their music. This band | used 
to play in had this idea where we'd 
try and cram as many riffs into à 
song as possible. The tune might 
only last a minute or so inthe end, 
but there would be about twenty 


in terms of contemporary 

music, Kate Bush and The Fall 
feature regulariy on the Drum- 
mond turntable. Kate Bush's | 
sarly songs are particular favour- 
ites “The Dreaming is her best 
album. She uses music very well. | 
things like sudden silences in just 
the right place. Ônce you're in 
tune with the way she thinks, you 
always know what note is going 
to come next. 

Foodwise, Bernie is very self- 


additives - indeed suspicious. He 
only trusts the things he prepares 
himself. Although t eva- 
sive about his age (he'll admit to 
being in his twenties), Bernie 
believes that his crud-free diet 
comes in handy when it comes to 
following his other passion in life, 


football on a computer screen, 
Bernie's usually running round a 


most of his contemporaries (in- 
cluding Jon) feel they're getting a 
bittoo old for the physical rigours 
of gompetitive football. 

There's obviously a lot to be 
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DESTROY 
THE BLACKTOOTH 
EMPIRE! 








United they stand... 
search the castia 
The Blacktooth Empire is an 
uneasy alhance' of four planets, 
ruted by an evil despot from the 
pfanet Blacktooth. Without a 
leader, the downtrodden people of 
the Amgrçdço have Ep unable to 


gelo Ora the Era ad 
has been enlisted, and sets out on 
green 





planet 
symbiotic relationship, 
bers of one. race | 


with mem- 


 “upper-crus- 
tes, pipi a m birds and have 
etained  rudimentary wings 
Dor arms tod Aguda jump to 
twice their own height, and man- 
Ceuvre whdein mid-air! Combining 
their respective strengths, the two 
races work together to achieve 
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— TS Eber ou cora o differ. 
escape from 


their way 
ters. Having done that, they can 


have formed an unusual, 


could 


things the 
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the castle, joi poa vB ano ane nato 
to Moonbase Headiquar- 





retum to anais 
bielosmpad E The Da 
will bring liberation to their 


j over Heais contains 300. 
Betimar-atyio Foi, shownin 3D 
isometric projection, and is 
Ps good a several 
| can aim togetout 
of the Castle and Boi 
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itinue: 





sion — but the problems inthe last 


ei of the game are really 


imory Fish replace the Bat 
emor) cols found in Batman. 
The fish are save deyicoo 
and allow pros 


to retum to 
ar ge on after losing a life — 
fish only works like this once, 
and you have to be careful that itis 
alive and wriggling when you est 

Dead fish are poisonous, 

Head can fire sticky doughnuts 
from a hooter, and his dirapuosa 
stun meanies on contact. A bag 
comes in handy for carrying 
objects, and cuddiy stuffed bun- 
nies temporarily old Your 
powérs or confer extra | Ives. 

“A swap key F 












play. In dial, the 
nig's sa EE ) 
e money ng 
that lot together! 
Head over Heais sees the arrival of 
anew additionto the Ritman crew. 
Guy Stevens worked on the music 
which accompanies the Spectrum 
128 version — the game loads up, 
decides whether or not filo 
machine has a sound chip, and 
etects the apprópriste sound 





o diinem 

There is no official release date 
as yet, but Head over Heals should 
be in your local a by Easter — 
COUFESy Of OCEAN 


as msi, . ANCONA Ei Vi 
for the hidden nasty! 
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Launching soon on: For mail order enquiries please write to: 


Spectrum £7.95 NMC Limited, PO Box 67 
Amstrad, Commodore tape £8.95 London SWII IBS 
Amstrad, Commodore disc £14.95 or call on 01-228 6730 





THE GREMLIN 
EXTRAVAGANZA! 


Last year was a g00d year for 
GREMLIN GRAPHICS, The GREMLIN 
am, started out with the aim of 
Rathe Top Five — in the 

e cu charts, rather 

game cr im Eh ReoTe 


art 1 E 
up in Shef 


Rai and o Da ash nareto 

a new mid-price 24.98 
just been launched WNhH WEs 
Bank which is soon to be [6 

a compliation featuring GR 
oldies — Supersieuth, Metabolis 
Safebreaker and Poity Pigeor 
and of course, licenca deals 
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out in the most awkward manner 
possible. 

During April, another platform 
game starring Monty Mole should 
make its way to the High Street. 
More of that in a moment... À 
development on the beat ' em up 
theme | in which E have to fight 
ast hree levels of opponents 

ifree martial arts, Samurai, 
Ea or the end of Feb- 
gesso ana Samurai 

Ig all ature, and 

gice mer E coro 


Basil the Mouse Detective should 
be starring in Basil of Baker Street, 
a puzzle-ridden game along the 
lines of Jack The Nipper, and 
MASKa tie-in based on the hit car- 
toon series. 

But back to Monty Mole's latest 
adventure... Auf Wisdersehn 
Monty. Having escaped from 
prison in Monty on the Run, Monty 
set up home on Gibraltar believing 
himself to be safe from the long 
arm of the law. All went well for a 
while, but now the international 


police force INTERMOLE is on his 


| and the police are attempting 
Rtradite the miscreant mole. 


ma ; o hope is to make his 


j Ee collecting up 
ney to pule a Greek 
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Starting out from Gibraltar, the 
furry hero has to make his way 
through the ptatform-ridden coun- 
tries of Europe, performing at least 
one task in each country. Monty 
can carry up to four items at a time, 
and his overall aim isto get enough 
money into a Swiss bank account 
to cover the costs of his island 
sanctuary. Money can be col- 
lected in the form of Eurocheques 
left Jing around by careless 
tourists, but Monty's main source 
ofincome is derived from perform- 
ing tasks. Puns abound in the 
game = for instance, Monty has to 
deliver a stolen work of art to a 
Mafia fence. Yes, it's a fence as in 
a er a that ho finds in ltaly home 

ariosi. Lateral thinking in 
ii be called for if the 
je 
ry picada at least 
pre Lis ding he has 
BIS, inventor. 
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dr Phase Tiros of a level, the 
t ormed by the inedible 





of switches grae! ts your tank out- 
ich ory — some switches 
are Eaava, while others can be 





4 beg toggled pena over them and 

| the: Ealtçion, Thete's a time limit, 

factory, Di | € and failure to implement the pat- 
ba “saten' Rorira the tank can temonthe panel ends the 


lnave the farend of the diagonally- 
scrolling factory complex. Robo 
mines home in on your tank and 
car be evaded or shot, and the 
factory phase has to ba completed 
within a time limit revealed on a 


geme. Mt Match the pattem, and the 


 granting access to the 
hase of the next level. 
ter game from DURELL, 
grata 7 will sal for 7.95. 
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When Phil Redmond created 
Grange Hillin 1976, he could never 
have dreamed that in eleven years 
time it would still be one of the 
most popular Childrens' TV 
shows. Now  ARGUS PRESS 
SOFTWARE are about to release a 
computer game based around the 
famous London school. 

The Spectrum implementation 
ofthe TV series has been designed 
by Colin Jones, the man who 
pogrammed the esoteric /D and 
Deus Ex Machina. Grange Hill 
however, is a more familiar arcade 
adventure with just a hint of strat- 

- With the creative element 
care of, angus have drafted 
in the talents Of BINARY DESIGN to 


| SCHOOL .-TIE-IN 


code the program 

The player quides Luke 'Gonch' 
Gardener on the trail of a san 
persona! stereo. The plot 
something lixe this: Luke 
Walkman has been pe ao 
and stored in the staffroom. Some 
time ago Luke's other Walkman 
was stolen while in the stafiroom, 
so now his Mum always asks to 
see it when he comes home from 
school. 1 she finds out that it has 
been impounded again, Luke is in 
deep troubla. 

With his partner in crime Paul 
'Holio' Holloway, Luke decides to 
return to the school after hours to 
try and filch the Walkman back. 
The game begins at 3.50pm when 





Strategists will be pleased to leam 
that th, the man 
behind pis and Desert Rats 
has completed ton Vulcan 
— Philippa should be able to give it 
the full treatment in FRONTLINE 
next month. 

One or two people can partici- 
pate Operation Vulcan — the com- 
puterised version of the Tunisian 
campaign, and the method of play 
follows on from the format used in 
Mr Smith's earlier games. Each 
unit may be moved in turn, cross- 
ing terrain, launching assault, 
travelling, digging in, or holding 
position, 

Five scenarios cover parts of the 
battle, and the last scenario covers 
the entire Sr agr | 
ber 1942 to May 1943. Play begins 
with-the Axis controling the whole 


Tho clertatiho Kosnorins sosnario: With cisar wogtivor, the 
tOth Panzer Division should cverrun lhis weak American tank unit 





TUNISIAN TROUBLES 


map — the Allied player wins when 
the two main Axis ports, Tunis and 
Bizerta, fall to his troops. 

Refinements added by Mr Smith 
are the inclusion of air units and 
hidden movement: ar units can 
either be sent on strike missions or 
on reconnaisance, and an enemy 
unit that is not in contact with a 
friendly unit does not appear on 
the 


map. 

Versions of Operation Vulcan 
are available tor the 4BK and a 
128kK machines. Five historical 
“what if" options are included in the 
128 version, caterin tor the effect 
of hypothetical political or mi ilitary 
decisions taken outside the cam- 


dir. are the publishers, and 
they're asking £9.95. 













come his may in Grango NIH 





schools tums out. Luke has until 
midnight to repossess t 
Walkman and retum home. 
Problems are overcome by 
using the objects found in the 
game-a diverse selectionofitems 
may be collected, nina é 
glass eve, a bone and a chair. The 
school looks quite different at 
night = making it hard for the boys 
to find their way about. Beware of 
the caretaker or the trouble-maker 
Imelda Davies. Drug pushers also 
make an appearance and try to 
hinder the lads — following on from 
the anti-drugs theme to the TV 
series, its wise to say No to 
pushers, Persuading Hollo to bein 
the right place at the right time is 


Gonch Just says no" to one of the many tempatationa bhal 


an onerous task, and Luka has to 
rely on the gift of the gab e 460N- 
versation between the characters 
is carried out by typing commands 
into the computer. 

Colin Jones spent over a month 
designing Grange Hill for the 
Spectrum, as ha didn't want to let 
the complexity of the storyli 
interfera with the flavour of the 
television programme. Grange Hill 
fans. can gain added emerntain- 
mernt inbetween TV episodes 
towards the end of February, when 
ARGuS plan to have the game in the 
shops, priced at C9.95. 


CRASH March 1987 121 































> 


E" 
a 
Fal 


: The blue fuotion got atual in to a neutral knight hoping to tnko 
a him over, wiilo on tho loft, the green knight stomps around ex 
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it's been a long time since Mik é In addition, there is alsoa | 

Singleton fans have had much, t neutral force whose soldiers t 

cheer about = rumours of St ir theway to the Throne. 
doom Di- Edo | ton has aleader, w o 
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set in the Burr 
built around the 
ing volcano. 

wo players À o stick 
each, with the computer trol- 
ing the third faction, or one É layer 
can take or two Sampa oppo- 


INSPEC TOR 
GADGET AND THE E 
CIRCUS OF FEAR | 


inspector Gadget started his  EB.95. | 
| : investigative career on television The nefarious M.A.D agents E 
* comes with al! mod cons, conferenco table over in la belie France. He's the up to their old tricks. This time 
ct running Germana — our hero has jusi barmy detective whose limbs they've planted bombs all over a. E 
r extend into whiring gizmos atthe  circus. Inspector Gadget with h 
merest shout of “Go, Go Gadget  beserk appendages has near 
teu . or whatever. drafted in to defuse them. 
= a shoot “em up — is coming to the Spectrum courtesy of nspector Gadget crossed the before Inspector Gadget gets to 
ALLIGATA. channel to star on our own TV last the circus he has to negotiate a 
Trap is played over two levels. In the first you fly over autumn, and soon he's to appear road infested with snakes, pitsand 
terrain, dodging and blasting your way past Zarkab defence in a computer game released by broken glass, and a whole hostof 
and ground instaliations. You are then placed on Terra Firma. You MELBOURNE House and priced unthinkabie obstructions. o 
tramp o at gi rirá let rat style, Ê inspector Gadgst dossa't look too safe cm his Quelgo! skaies, 
dead 


(a form of currency). Orbs may be traded for a more | E ship 
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É THE FUTURE HOLDS EXCITEMENT 
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(BM 64/1928 tape £9.99 
disk 614.99 
AMSTRAD ape  E9,99 
disk £1 4,99 


e 
SPECTRUM 48K tape E 999 


õ a “ 


Star Games, 
Alpha House, 10 Carver Street, 
Sheffield 51 4FS. Tel: (0742) 7534923 
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